A BRAND 

w v/vvivcro. 

The FIRST 
of a series 

NEW 

• 

CARTRIDGE 


of new 
cartridges 


to be 
produced 
by 

ESOTERICA! 


ACTUAL 
PHOTO 
OF FIRST 
SCREEN 


4 PLAYERS 


TREASURE COVE 

requires your scuba diver to descend to the 
sea floor and bring treasures back to your diving 
boat slowly circling above, before his air runs out. 
Simple enough, except for the killer fish, squid, crab, etc., 
that roam about - and the ever present 
octopus that guards the treasure! 


CONTINUOUS As you clear each treasure-laden area, you move to a 

MUSIC new spot, with more valuable treasures - and more denizens of 

the deep. Twenty screens in all. 
Tournament Level for uniform competitive play. 


• ORDERING INFORMATION: Please send check or money order at the rate of i 
$30 for each cartridge wanted (plus 1.92 each if you live in California). 

• Canadian orders can be ar, d i n June: 

filled using Canadian - BLAST-DROIDS - 

currency at the rate of Esoterica's second cartridge 

CAN $36 per cartridge. i- 


• PLEASE make ALL 
checks out to 
Robert Fabris 
3626 Morrie Dr. 

San Jose, CA 95127 

• OR call us after 6 p.m. 
PST 408-272-1060 


DATE:_ 

TO USE □ VISA OR □ MASTERCHARGE 
PLEASE FILL IN YOUR CARD NUMBER 

I 11 1 1 T~i 1 1 1 1 1 1 i i 1 I l l l 1 

EXPIRATION DATE M/C-BANKNUMBER 


• If your address on 
the reverse is incorrect, 
please make the necessary 
changes. 


'ivaMfc. a 

SIGNATURE AS ON CARD: 


— 




CRRCRDIRN 


E 

13 IF you have the BASIC Videocade and want to 
1 increase your knowledge of computer program- 
J ming, or want to take advantage of the hundreds 
, 1 of games, etc., now available on cassette tape, 

4, gg then the ARCADIAN is for you!!! 

I o This monthly publication is written for all levels 
^ of user expertise ■ we have tutorial material in 
1 b o each issue that caters to Beginner, Intermediate, 
.S g ® | and Advanced levels. We dig into the computer 
■S ^ 1 -o and tell you how to make your own characters, 
ro § musical selections, screen effects, etc., plus 
> "§ news of upcoming hardware, programs you can 
A enter and play in each issue, contests and plen¬ 
ty more! 

A subscription to Volume 5 is $15 - covering all 
issues from November 1982 to October 1983 
(CAN $20) 


Back issues also available 


Please make all checks out to: 


□ Voll Nov. 78 to Oct. 79 $10 (CAN $12) 

□ Vol 2 Nov 79 to Oct 80 $10 (CAN $12) 

□ Vol 3 Nov 80 to Oct 81 $12.50 (CAN $15) 

□ Vol 4 Nov 81 to Oct 82 $12.50 (CAN $15) 


Robert Fabris 

Or use VISA/MASTERCHARGE 
form on the other side 


Astrocade 

NEWS 

From 

Robert Fabris 
3626 Morrie Dr. 
San Jose, CA 95127 


FIRST CLASS 
U. S. POSTAGE 

PAID 

Sunnyvale, CA 
Permit No. 931 
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Thank you for your interest in our product, the ARCADIAN Newsletter, 
which is published for ARCADE* owners having the BASIC Videocade*. 

The ARCADIAN provides its readers with the following features: 

PROGRAMS:- over 150 programs have been published in the first 40 
issues, providing the reader with GAME, TECHNICAL, and FUN diversions. 

TUTORIALS:- to explain, in both general and specific areas, how 
and why the ARCADE* works the way it does, and how you can utilize this 
information to get special effects. 

HARDWARE:- we provide you with the latest authoritative news on 
factory events regarding the release of new Uideocades*, and other items^ 
We also document the various expansions and additions that subscribers have 
been .successful in attaching to .their ARCADE*. 

EXPANSIONS:- we are in frequent contact with companies that are 
now delivering memory additions at the 4K and 16K level. These additions 
include extra features that enhance their use, such as keyboard 
compatibility, and the use of a new Extended Basic ( 8K ) Ianguage. 

REUIEWS:- of programs provided by the numerous commercial 
vendors that uses a standardized format for uniformity and objectivity. 

AD SPACE:- for those who wish to sell items of mutual interest 
and the products of their efforts. 



PROGRAM TAPES:- of games previously published in the ARCADIAN. 

Enclosed you wiI I find a I ist of al I the major programs that have been 
_ included in the ARCADIAN since its inception in 1978 through 1981. 
Another sheet provides an indication of the various subject areas that have 
jjjeen covered in the ARCADIAN. 

* 

The ARCADIAN is available in one-year Uolumes only (i.e., no 
individual issues) at the following rates: 


Volume 1 (Nov 1978 - Oct 1979) 
Volume 2 (Nov 1979 - Oct 1980) 
Volume 3 (Nov 1980 - Oct 1981) 


# 10 . 

# 10 . 

#12.50 


A subscription to the currect Volume (Nov 1981 - Oct 1982), including 
the back issues up to the time of subscription, is #12.50 

• .. .* 

ARCADIAN 

3526 Morrie Drive 

San Jose, CA 95127-9990 

♦ARCADE * and VIDEOCADE are registered trademarks of Bally and 
AstroVision. ’ ^ 
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Thank you for your interest in the ARCADIAN. We publish this 
Newsletter for owners of the BALLY ARCADE*, and ASTROUISION ARCADE* who 
have the BASIC Uideocade*, and are interested in increasing their knowledge 
of programming, and the exploitation of the ARCADE*'s computer abilities^ 


The Newsletter acts as a central point of contact for subscribers all 
over the country. The majority of information written is 
subscriber-generated, and all programs are the products of our 
subscribers. We currently are holding a monthly contest for the 'Best of 
the Month' program, and provide a $100 prize to the winners. We also 
support the organization and publicity of local user groups. Some of the 
features of the ARCADIAN are: 


PROGRAMS:- over 150 programs have been published in the first 40 
issues, providing the reader with GAME, TECHNICAL, and FUN diversions. 


TUTORIALS:- to explain, in both general and specific areas, how 
and why the ARCADE* works the way it does, and how you can utilize this 
information to get special effects. 

HARDWARE:- we provide you with the latest authoritative news on 
factory events regarding the release of new Uideocades*, and other items. 
We also document the various expansions, modifications, and additions that 
subscribers have been successful in attaching to their ARCADE*. 


Ft subscription to the current Volume (Nov 198.2- Oct 1983), including 
the back issues up to the time of subscr iption, is $15.00 

(Checks and money orders accepted, in US Funds, please) 

(Canadian ckecks at CflN$20,draw* 4® "R olaert Fabric" a=r<f>fe«0 


BACK ISSUES also available. (Valuable for 
their educational material): 

□ Vol. 1 (Nov. 78 to Oct. 79) $10.00 

□ Vol. 2 (Nov. 79 to Oct. ’80) $10.00 

□ Vol. 3 (Nov. ’80 to Oct. ’81) $12.50 

□ Vet. 4.$12.50 

(U.S. Funds) 

Robert Fabris 
3626 Morrie Dr. 

San Jose, CA. 95127-9990 


(408) 272-1060 
The Source: TCD959 


* ARCADE and Uideocade are 
registered trademarks of 

Bally and Astrocadfi. 


Name:_ 

Address:_ 

City/State:_ 

Zip:_Tel. No.:__ 

Unit Purchased From:_ 

Unit Serial No.:_ 

This portion will be used for your address 
label: 
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Thank you for your interest in the ARCADIAN. We publish this 1 
.Newsletter for owners of the BRLLY RRCRDE*, and ASTROUISION ARCADE* who 
haue the BRSIC Uideocade*, and are interested in increasing their knowledge 
of programming, and the exploitation of the ARCADE*'s computer abilities. 


The Newsletter acts as a central point of contact for subscribers all 
over the country. The majority of information written is 
subscriber-generated, and all programs are the products of our 
subscribers. We current Iy are holding a monthly contest for the 'Best of 
the Month' program, and provide a #100 prize to the winners. We also 
support the organization and publicity of local user groups. Some of the 
features of the RRCRBIRN are: 


PROGRRMS:- 

issues, providing the 


over 150 programs 
reader with GRME, 


have been published 
TECHNICRL, and FUN 


in the first -40* 
d i vers ions. 


TUTORIALS: to explain, in both general and specific areas, how 
and why the RRCRDE* works the way it does, pnd how you can utilize this 
information to get special effects. 


HARDWARE:- we provide you with the latest authoritative news on 
factory events regarding the release of new Uideocades*, and other items. 
We also document the various expansions, modifications, and additions that 
subscribers have been successful in attaching to their RRCRDE*. $ 


R subscription to the current Volume (Nov 198.2- Oct 1983), including 
the back issues up to the time of subscription, is #15.00 
, (Checks and money orders accepted, in US Funds, please) 


BACK ISSUES also available. (Valuable for 
their educational material): 

□ Vol. 1 (Nov. 78 to Oct. 79) $10.00 

□ Vol. 2 (Nov. 79 to Oct. ’80) $10.00 

□ Vol. 3 (Nov. ’80 to Oct. ’81) $12.50 

□ Vo 1.4.$12.50 

(U.S. Funds) 

Robert Fabris 
3626 Morrie Dr. 

San Jose, CA. 95127-9990 


(408) 272-1060 
The Source: TCD959 


RRCRDE ancl Uideocade are 
registered trademarks of 

Bally and Rstrocadfi. , 


Name:_ 

Address:_ 

City/State:_ 

Zip:_Tel. No.:. 

Unit Purchased From:_ 


Unit Serial No.: _ 

This portion will be used for your address 
label: 




























EXPANSIONS:- u»e are in frequent contact with companies that are 
now delivering memory additions at the 4K to 64K level. These additions 
include extra features that enhance their use, such as keyboard 
compatibility, and the use of a new Extended Basic (8K) language. 

REUIEWS:- of programs provided by the numerous commercial 
vendors that uses a standardized format for uniformity and objectivity. 

AD SPACE:- for those who wish to sell items of mutual interest 
and the products of their efforts. About a dozen software houses are now 
producing programs for the ARCADE*. 

PROGRAM TAPES:- of games previously published in the ARCADIAN. We 
currently have available the 10 'Best of 1980' programs on a tape, for $20. 
postpaid. These are recorded in Astro Basic (with integral interface). 

Enclosed you will find a list of all the major programs that have been 
included in the ARCADIAN since its inception in 1978,through 198$. 
Another sheet provides an indication of the various subject areas that have 
been covered in the ARCADIAN. 


also available is the SOURCEBOOK, a document that 
catalogs all available programs for the ARCADE* unit, (over 400) with a 
brief explanation, and location of the source for that program. All 
programs that were Iisted in the ARCADIAN are included. Contact RMH 
Enterprises, 835 Los Alamos Ave., Livermore, CA 94550 The price of this 
edition will be $6. postpaid. 


ARCADIAN 

3828 Morrie Drive 

San Jose, CA 95127-9990 
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F EXPANSIONS:- we are in frequent contact with companies that are 

iriow delivering memory additions at the 4K and 16K level. These additions 
“include extra features that enhance their use, such as keyboard 
compatibility, and the use of a new Extended Basic (8K) language. 


REUIEWS:- of programs provided by the numerous commercial 
vendors that uses a standardized format or uniformity and objectivity. ^ 

RD SPACE:- for those who wish to sell items of mutual interest 
and the products of their efforts. About a dozen software houses are now 
producing programs for the ARCADE*. 

PROGRAM TAPES:- of games previously published in the ARCADIAN. We 
currently have available the 10 'Best of 1380' programs on a tape, for &20. 
postpaid. These are recorded in Astro Basic (with integral interface). 


EncIosed you 
incIuded in the 


Dill find 
ARCADIAN 


Iist of alI the major programs that have been* 


... ___ inception in 1878, through 1981.^' 

Another sheet provides an indication of the various subject areas that hav<£- 
been covered in the ARCADIAN. 
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brief explanation, and location of the source 
programs that were Iisted in the ARCADIAN are included. Contact RMH 
Enterprises, 635 Los Alamos Ave., Livermore, CA 94550 The price of th 
edition is #7.^postpaid. 
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3626 Morrie Drive 

San Jose, CA 95127-3990 
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NOTES 
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These NOTES are provided to introduce the new fiRCRDE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
Considerably more detail can be found in the RRCRDIflN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 


The RRCRDIflN articles were written as descriptions of the original 
•Bally Basic’. While this cartridge has been superseded by the current 

*AstroUision Basic*, the explanatory material remains applicable, 
material is discovered and developed by experimenters, it 
documented in the RRCRDIflN. 

Your inputs are solicited, as production of the RRCRDIflN is almost 
totally based on subscriber inputs. 

SCREEN CHARACTERS 
individual dots, called pixels. 

The lettering of the Arcade 
high-plus one. (The 'one' is 
together.) R full explanation of 
page 50, while methods to drii 
45. 

Home-brewed characters can 
in Vo I . 3, page 83. In this 

filled in to create a character 
described in Uol. 3, page 128, 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
memory registers in binary or hexadecimal notations by some 
(binary, Uol 1, p.43; hex, page 44, for example) 


Rs new 
will be 


The Arcade divides the tv screen into 1S320 
This is disposed at 102 high by IBB wide, 
is 5 pixels wide-plus one, and 7 pixels 
to prevent adjacent letters from running 
controlling location is defined in Uol. 1, 
ie the lettering size upwards start on page 

be generated by means of a method defined 
program, a 16x10 matrix can be selectively 
R further expansion of this technique is 
wherein the computer is made to do most of 


within its 
simple programs 

SOUND GENERATION 
systems is found in Uol. 


lengthy explanation of the operation of the sound 
1, pages 62-66 and 70-73 


MUSIC GENERATION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in Uol. 2, page 
62, and Uol 4, page 10 

MACHINE CODE programs are possible in the Arcaae:- 
5S(n) activates the PEEK/POKE re I at ionsh ip . In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands R=5i(nnnn) then a PRINT R will result in the value located in 

location nnnn 

To place R into location nnnn, one commands J4(nnnn)=A. 

CALL is a direct command to intercept a program within the system ROM. 
Try CALL 3177 or CALL 4310. 

Putting all of this together, and knowing how the insides of the 
Rrcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Uol. 1, page 25. 

There are a number of subsequent articles touching on various parts of the 
problem. RRCRDIflN 

3626 Morrie Drive 

San Jose, CR 95127-9990 . 












? The enclosed programs were selected to help you enjoy your flrcade-PIus 

( game unit, and were originally published in the ARCADIAN. If you review 
'the programs included here against their listing in the ARCADIAN, you will 
|find that we have made some procedural changes in order to be compatible 
■with your new Basic cartridge. These programs are presented as "listings" 
all the instructions necessary for the computer to operate, in a 
standardized format that the computer understands. 


These programs have all been checked for operation and you should have 
no problem with them. Read the Manual that came with the Basic in case you 
have difficulty - and here are a couple of Instructions that are useful for 
any program you wish to enter. 

m 

* 1. Make NO modifications. 

2. It is implied that every Iine ends with a 'WORDS GO' entry, that 
|is equivalent to a typewriter's carriage return. Up to this point, you 
could make changes, correct errors, etc., because the work you were doing 
was being temporarily stored in a "keypad buffer". Once you press the 
'WORDS GO' sequence, that work is transferred to the computer and the 
keyboard buffer is ready for another line of input. 

3. Punctuation marks have a different meaning to the computer. Do 
not substitute, add, or delete any. 

4. After the last line entry, type in “WORDS RUN GO" to get the 
program into operation. 


5. If the computer has a problem and questions your instruction, the 
/instruction will be listed with a question mark at the problem area. First 
8 LIST' the line in question (for example, if the computer prints line 1-40 
ton the screen, enter “LIST 1-40, 1 WORDS GO". This will I ist only I ine 
140, just as it was entered.) and see that it is exactly as you wanted it, 
especially in the area where the question mark was. Next, make sure that 
the computer can do what you want it to - is it supposed to go to a 
subroutine that isn't there? or use a variable that has not been entered? 
are there enough terms for a LINE or BOX command? etc. 


G. If the problem is unsoivable, list the program to a tape, send it 
to us, and we' I I return a "fixed" program to you. 

7. Once the program is running, you can store it on tape for your 
future use. And after it is stored, you can start to manipulate the 
program in the computer and make whatever modifications you might wish. 

All programs are available on a single tape, at $7.50 postpaid. 


ARCADIAN Newsletter 
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PROGRAM NAME: CONNECT FOUR 


Larry Camnitz 

AUTHOR 2106 Hastings St. 


ISSUE*. VoluBe 2 P * 1 ® 0 35 



DESCRIPTION- 


le preventing your opponent 
ling the same. Use hand 
•rs (1) and (2). When four 


900 P=1;L=1;M=0;N=0 
950 CLEAR ;GOSUB 3000 
960 CLEAR 

000 BOX -4,-36,118,10,2 

002 CX—70; CY-20; PRINT "GAME", 

004 CX-45;CY-20;PRINT "BLACK- 
005 CX-58; CY—20; PRINT #0,M 
006 CX-45;CY—10;PRINT "WHITE" 

007 CX-58;CY-10;PRINT *0,N 
008 CX=-64;CY=10;PRINT #0,L 
010 BOX -4,-3,87,56, 1 
020 FOR B—40TO 32STEP 12 
030 FOR C-20TO -25STEP -9 
040 BOX B,C,11,8,2 
050 NEXT C 
060 NEXT B 
070 X—40 

080 D—34;E—34;F=-34;G—34; H—34;I=-34;J=-: 

100 CY=40;IF P-1PRINT "■*— 7 —*■BLACK IS UP";i 

110 CY—40;IF P=2PRINT * WHITE IS UP";i 

200 IF TR(1)—IGOTO 2000 

.210 IF JX(1 )=1G0T0 1500 

220 IF JXC1)—-IGOTO 1510 

.230 IF JY(2)—IGOTO 3500 

240 GOTO 1200 

400 IF TRC2)=1G0T0 2000 

405 IF &( 22)—16G0T0 900 

410 IF JXC 2)=1G0T0 1500 

420 IF JXC 2 3—IGOTO 1510 

430 IF JYC1 )=1G0T0 3600 

440 GOTO 1400 

500 X—X+12;GOTO 1600 

510 X—X-12;GOTO 1600 

600 IF X<-40X—40 

610 IF X>32X—32 

620 BOX -4,30 ,100,6,2 

700 BOX X,30,9,6,1 

705 IF P=2B0X X,30,5,4,2 

706 NT-1 +-*—i ► 

710 MU="Y";MU="Z" 


I IF X"-40D—D+9;GOT0 2200 
I IF X—2BE—E+9; GOTO 2300 
I IF X—16F-F+9;GOTO 2400 
I IF X=-4G-G+9;GOTO 2500 


0 BOX X,D,9,6,1 

0 IF P=2B0X X,D,5,4,2;P=l;GOTO 1100 
0 P-2;GOTO 1100 
10 BOX X, E, 9,6,1 

0 IF P-2B0X X,E,5,4,2;P=1;GOTO 1100 
0 P—2;GOTO 1100 
0 BOX X,F,9,6,1 

0 IF P-2B0X X,F,5,4,2;P=1;GOTO 1100 
0 P-2;GOTO 1100 
0 BOX X,G,9,6,1 

0 IF P=2B0X X,G,5,4,2;P—1;GOTO 1100 
0 P-2;GOTO 1100 
0 BOX X, H, 9,6,1 

0 IF P=2B0X X,H,5,4,2;P=1;GOTO 1100 
0 P-2;GOTO 1100 
0 BOX X,1,9,6,1 

0 IF P=2B0X X,I,5,4,2;P-1;GOTO 1100 
0 P-2;GOTO 1100 
0 BOX X,J,9,6,1 

0 IF P-2BOX X,J,5,4,2;P=l;GOTO 1100 
0 P-2;GOTO 1100 

3 CY-20; PRINT " 6 — CONNECT FOUR 

3 PRINT ; INPUT " NUMBER OF GAMES'? “K 
3 RETURN 

3 CX--56;CY--38;PRINT "WHITE CONNECTS FOI 
3 M-M+l;CX-58;CY--20;PRINT *0,M 
5 L-L+l 

3 IF L-l=KGOJO 4500 
3 IF TRC 2)—IGOTO 1000 
3 GOTO 3530 

3 CX—56;CY— 38;PRINT "BLACK CONNECTS FOI 
3 N-N+l;CX-58;CY=10;PRINT #0,N 
5 L-L+l 

3 IF L-l-KGOTO 4500 
3 IF TRC1)—IGOTO 1000 
3 GOTO 3630 

) CY-40; PRINT "-- >C --GAME OUER 

3 IF &C 22)—16G0T0 900 

3 GOTO 4510 Copyright 1980, Robert 
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PROGRAM NAME BINGO 


Ernie Sams 

AUTHOR 248 E. Forest St. 

Bellingham, Wfi 98225 


ISSUE Volume 2 page 34 
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DESCRIPTION 


*TS UWOER O 


The computer plays against you, mith 
one Bingo card each. The computer 
randomly drams numbers and displays 
them on the screen. Turn the knob 
to indicate whether you have the 
number (yes ^ ^no) and pull the 
trigger to register. The computer 
then checks its card. 


LISTING 


30 CLERR ;NT=1;FC=179;&C 23)=255 
40 &C 8 )=84; &C 0 )=7;&C 1 )=7; &C2 )=88; &C3 )=88 
50 BOX -40,8,68,65,1;BOX -40,4,64 43 2 
CC J BOX 34,3,68,65,1;B0X 34,4,64,48,2’ 

' 'IS 0*. ;CX-10; PRINT ■ 


70 CX=-64;CY=36;PRINT ■ 


90 


FOR L-60TO -21STEP 13;B0X L,10,1,64,1;BOX L+74.10,1 64’l-NEXT L 
C“0;D“0jx=-63^Y=34 10!BO>< ^’ L > 68 • 1 • 1 ' B ^X 34,L.68,1,1;NEXT L 


3; NEXT L 


>=N)+C@CL+3)- 


110 FOR L=1T0 125;@CL 
120 FOR L=75T0 85STEP 5 
130 FOR M=1T0 5 
140 N=RND (15)+C 
150 IF ( @CL+l)=N)+(@CL+2 
160 @CL+M)=N 

170 CX=X;CY=Y+(-M*10);PRINT #2,N 
180 N=RND (15)+C 
190 IF ( @C L+26 )=f 
195 @(L+25+M)“N 

200 CX=X+74;CY=Y+(-M*10);PRINT #2 N 

210 NEXT M ’ ’ 

220 OC+15;X-X+13 
230 NEXT L 

233 MV 3iCY “ 4;CX= - 40 ’PRINT " H", ;CX=34;PRINT - C 

III ’ 4,1Z ’ 9 ’ L;B0X 34,4,12,9,L;next l 

234 @C88)=-l;@(113)=-i 
240 FOR L=1T0 75 

250 N=RND C 75);IF #CNX0GOTO 250 


@CL+4)=N)+C@CL+5)=N)G0T0 140 


K «C L+27 )«N)+( '( L+28 )-N )+( •( L+29 )-N )-K *C L+30 )-N )G0T0 180 


262 

264 

266 

268 

270 

272 

278 


CX=-72;CY=-32 

IF N<16PRINT "# ",#2,N,■ UNDER B‘ 

IF N>15IF NOIPRINT ■# -,42,N, ■ UNDER I * 
IF N>30IF N<46PRINT ■# -,*2,N,- UNDER N" 
IF N>45IF N<61PRINT # -,*2,N,- UNDER G\ 
IF N>60PRINT ■# ■,*2,N," UNDER 0" 

BOX 34,-32,70,10,2 
IF KNC1)<0PRINT * NO? •, 

IF KNC1)>“0PRINT ■ YES? - , 

IF TR(1)-0GOTO 262 
IF KNC 1 X0GOTO 340 
R=0;U>0;GOSUB 400 
GOSUB 600 

R=25;U=74;GOSUB 400 
GOSUB 600 
NEXT L 

FOR S=76+RT0 100+fl;IF #CS)=NGOTO 500 
NEXT S 


Copyright 1980, Robert Fabris 











BINGO (continued) 


„ — : 

430 IF fl=25RET\lRN 

440 PRINT " NOPE",;RETURN 

500 X=-66 

510 FOR S=75+RT0 95+RSTEP 5 

512 Y=24 

520 FOR T=1T0 5 

530 IF @(S+T)=N&(21)=255;BOX X+U,Y, 12,9,3;@(S+T) = -l;&(21)=0;RETURN 
540 Y=Y-10;NEXT T 
550 X=X+13;NEXT S 
5G0 RETURN 

600 FOR S=76+RT0 96+RSTEP 5 

.610 IF @( S ) = -1 IF @( S+l ) = -1 IF @( S+2 ) = -l IF @(S+3)=-lIF @<S+4)=-lGOTO 800 
620 NEXT S 

630 FOR S=76+RT0 80+R 

640 IF @(S)=-lIF @(S+5)=-lIF @CS+10)=-1IF @C5+15)=-1IF @CS+20)=-1GOTO 80 
650 NEXT S 

660 FOR S=7G+RT0 100+RSTEP 6 
670 IF @(S )#-1GOTO 700 
680 NEXT S 
690 GOTO 800 

700 FOR S=80+RTO 96+RSTEP 4 
710 IF S )#-1RETURN 
720 NEXT S 
800 CY=-40 
810 FOR L=0TO 9 

820 IF R=0CX=-72;PRINT "BINGO--YOU WIN", 

830 IF R=25CX=8;PRINT "BINGO--I WIN“, 
fe40 NEXT L 
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PROGRAM NAME HORSERACE 


AUTHOR 1104 S - Neltnor- 

West Chicago, IL B01B5 


ISSUE Volume 3 page 26 



DESCRIPTION 


Eight 

CC). Th, 
moves the 


J bet 


horses are avail 
sing the keypad to enter your 
<B) and the ualue of your bet 
computer then randomly 


horses across the ! 


■ Iculates the uiinn: 




LISTING 

5 NT-0; CLEAR ; FC-15S; BC-160; N-0; FOR Z-1T0 4; •( Z+20 >-500; NEXT Z-*C9)-1RPI 
GOTO ^“ 5:PRINT ‘ WELC0 ^ TO ARLINGDUNG PARK";INPUT "# OF PLAYCRS?’C1-4>"A;IF A>4 
15 GOSUB Z90 

;CX "' 20:PRINT -r «CE ♦", ;PRINT *1,N;T-0;S=0;GOSUB 600 
4S?PRINT ■Tl-? ! CXr R S0lGOTO 2 30!z Z+8)=RND " 3: •«<*• PRINT *1. 'C Z + 8 1, , CX- 

31 PRINT "ALBADEXTER *;NEXT Z 
3Z PRINT "JO L INNEXT Z 

33 PRINT "C BICUSPID”;NEXT Z 

34 PRINT "SEATLE SLEWED";NEXT Z 

35 PRINT *WOMAN O'WAR";NEXT Z 

36 PRINT "DUSTY PAUL";NEXT Z 

37 PRINT "DIABLO";NEXT Z 

38 PRINT "SECRETARYLESS";NEXT Z 

40 FOR Z-1TO A;IF •(Z+20)=0@CZ+16>-0;NEXT Z;GOTO 100 

2 S^£r2l0£?2 *' ,:PRINT •‘■ Z -'«-—XNPUr B;CY~32;CX-10; INPUT C 
70 GOTO 50 

"° LMn sHn * K ' is ° suB •».=»-*,™« D .. 
90 @(Z+16)=B;@(Z+20)=@(Z+Z0)-C;@(Z+24)=C;NEXT Z 
100 FC—160;NT=5;PRINT "146 641 641 641000000";Cl 

110 FOR Z=1T0 10;CX-70;GOTO 110+Z 

111 PRINT "X";NEXT Z 
11Z PRINT "X";NEXT Z 

113 PRINT "F";NEXT Z 

114 PRINT "I";NEXT Z 

115 PRINT "N";NEXT Z 

116 PRINT "I";NEXT Z 

117 PRINT "S";NEXT Z 

118 PRINT "H";NEXT Z 

119 PRINT "X";NEXT Z 

120 PRINT "X";NEXT Z 

130 CY-25;FOR Z-1TO S;PRINT #2,Z,;CX—60;PRINT • 

140 CY=25;FOR Z-1TO 8;CX—60;PRINT "..";NEXT Z 


3;FC=155;CY=35 


’;NEXT Z;GOSUB 610 


150 NT—J 


155 CY—l 


J )=50; &( 21 )■ 


l;PRINT "..AND THEY'RE OFF!!’;GOSUB 610;CY-0;PRINT ■ 


160 GOSUB 610 

170 CY-25;FOR Z-1TO 8;@(Z)=@c; 
INT #1,Z;IF @CZ) >655-1 
175 NEXT Z;GOSUB 610 
180 IF S—1GOTO 200 
190 CY-25;GOSUB 620;GOTO 160 


41+8+RND C5))-(RND (@CZ+8>: 
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HORSERACE (continued) 


<RRCRDIRN 



* 


200 G=0;FOR Z=1T0 8;IF G>@CZ)NEXT Z;GOTO 220 s 

210 X=Z;G=@( Z ); f1=@( Z+8); NEXT Z 

220 B=0;FOR Z=1T0 8;IF @(Z)>65B=B+1 

230 NEXT Z;IF B>1G0SUB 500 

.240 CLERR ;CY=0;PRINT "THE WINNER IS #",;PRINT #2,X;G0SUB 610 
250 FOR Z=1T0 R;IF @(Z+16 )=X@(Z+20 )=@(Z+24)bM+@(Z+20) 

;260 NEXT Z 

230 CLERR ;CX=-30;PRINT "YOU HRUE" 

300 FOR^Z=lTO fl;PRINT "PLRYER #",;PRINT #1,Z,;PRINT #2," S”,;PRINT ♦2,@CZ+20); 
310 FOR Z=1T0 3000;NEXT Z 




330 N=N+1;IF N>0GOTO 20 
340 RETURN 

400 CLERR ;FC=79;BC=82;CY=16;CX=-35;PRINT "RRCES OUER!!“;PRINT ;PRINT 
410 PRINT "IF YOU WRNT 9 MORE RRCES PRESS l";fi=KP;IF R#49ST0P 
420 GOTO 5 

500 FOR_Z=lTO 6;CLERR >FC=212;BC=209;CY=0;CX=-35;PRINT "PHOTO FINISH";NEXT Z; ' 
BC =160;FC=155 
510 RETURN 

600 FOR Z=1T0 8;@C Z ) = -78;NEXT Z;RETURN 
610 FOR F=1T0 300;NEXT F;RETURN 
*; 620 FOR D=1T0 8; CX=@( D ); PRINT " " ; NEXT D; RETURN 


SEVEN 










LISTING- 


10 FC-U;U-400;CLEAR 
12 NT=1 

15 BOX -2,0,75,75,1 

16 BOX -2,0,73,73,3 
20 E“0;ft=25 

30 FOR Y=1T0 24 

31 @CY)=Y+64 

35 GOSUB 400;NEXT Y 

40 @C25)=32;GOSUB 400 

50 IF TRCD-1U-1 

60 IF E=0B=RND (4);GOTO 100 

70 I=JX<1);J=JY(1) 

80 IF I=0IF J=0GOTO 70 

90 IF IIF JGOTO 70 

91 B=0 

92 IF J B-J+2 
94 IF I B=3-I 

100 X=fl-R*5»5 

110 IF B=2IF X-1GOTO 300 

120 IF B=4IF X-0GOTO 300 

130 IF B=3IF ft>20GOTO 300 

140 IF B=1IF R< 6GOTO 300 

150 IF B-1D-R-S 

160 IF B=2D=R-1 

170 IF B=3D=fi+5 

180 IF B=4D=fi+l 

190 X=@C D); @(D )=32;@(ft )=X 

192 IF E-1GOTO 200 

193 U*=U-l;ft=D 

194 IF CK200FOR Y=1T0 25;GOSUB 400;NEXT 
196 GOTO 50 

200 Y=D;GOSUB 400 
210 Y=fl;GOSUB 400 

220 fl=D 

221 IF U=0GOTO 50 


222 U=0 
225 Y=0 

230 FOR X=1T0 25 
235 IF X=ftGOTO 250 
240 IF @(X)<YGOTO 50 
245 Y=@CX) 

250 NEXT X 
260 FOR X-1TO 25 
270 MU=X;NEXT X 
280 GOTO 10 
300 IF E-0GOTO 50 
302 FOR X=1T0 5 
304 MU=X;NEXT X 
310 GOTO 50 
400 MU=@CY) 

405 Z=Y-1 

410 CX=-30+( Z-Z-f 5*5 )*13 
420 CY«30-Z-r5xl4 
430 TU=@(Y) 

440 RETURN 
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Guy McLimore' 

AUTHOR ABC Hobbycraft 

2155 E. Morgan Aye. 

Evansville, IN 47711 



ISSUE Oo! 2 Page 3 

This i s a graphics program that *'. 1 
projects a random star field on fhV 
screen, then prints a word. A tail 
erupts from the end of the word, 
which in turn becomes surrounded by 
a rocket. W e use this as the 
logotype for the Newsletter. 


DESCRIPTION: 


10 CLEAR 
20 &(9)=37 
30 BC=250;FC=7 
40 FOR A=1T0 150 

50 H=RND (160)-80;U=RND (88)-44 
80 BOX H,U,1,1,RND (2) 

70 NEXT A 

80 &( 8)=85;&(1)=250 
90 &(2)=108;&(11)=250 
100 CX=-44;CY=0 
110 PRINT "ARCADIAN 
120 LINE 0,0,4 
130 FOR Q=0TO 35STEP 2 
140 LINE 75,Q,3;LINE 0,0,4 
150 LINE 75,-Q,3;LINE 0,0,4 
160 NEXT Q 

170 L=7;FOR Z=48T0 51 
180 BOX -Z,0,1,L,1 
190 L=L-2 
200 NEXT Z 

210 BOX -22,0,50,9,3 

220 FOR Q=0TO 35 

230 LINE 75,Q,3;LINE 0,0,4 

240 LINE 75,-Q,3;LINE 0,0,4 

250 NEXT Q 

280 GOTO 220 



NINE 
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PROGRAM NAME. MICROTREK 


ISSUE Volume 1, page 89 ; V2p4 



DESCRIPTION 


version of Star Trek. The 
is an Bx8 quadrant of E4 
■s. You can move to any legal, 
ipied sector. If yoo are 
int to a Star Base, you are 
and restoring energy. The 


and Star Bases. 

3: fire on Sector (roui, co I umn ) - | 


3 PRINT ■ 4MICR0TREK* 

3 A=0;K=0;S=10;T=10 690 PRINT "CONDI! 

3 FOR I=1T0 64;@(I)=0 700 IF °=1P R INT ■ 

3 X=RND (12); IF X>2 • ( I)»1 710 IF *<>0PRINT 1 

3 IF X=3 IF K<W @(I)=2;K=K+1 720 IF L=2000PRII' 

3 NEXT I 73 ® PRINT "YELLOU 

3 X-RND (64 );IF #(X)>1 GOTO 150 850 E_(X ~I8;F=> 

3 @(X )=3;GOSUB 850;B=RND (17);IF B>5 GOTO 200 860 H_CRN D C50)+2 

3 X=RND (64);IF @(X)>1G0T0 170 870 R=( <<Y-E)x(Y- 

3 @(X )=4;S=(X-l)f8;T=X-S*8 880 G ~ R fl0;IF G=0 

3 CLEAR ; C=E-S; IF C<0C=-C 830 J=G! G=( R*G+G) 

3 G=F-T; IF G<0 G=-G 900 L=L-U,*G;IF L> 

3 0=0;IF C<2 IF G<2 Q=1 910 PRINT “OUT OF 

3 D=D-1;IF D=0 GOTO S70 920 INPU T "SECTOR 

3 IF (K=0 )+(Q=1) GOTO 270 930 IF <Y<1)+(Y>8 

3 GOSUB 860;PRINT *4,H,"UNIT HIT FROM" 940 INPUT "SECTOR 

3 PRINT "KLINGONS!" 950 IF <Z<I>+t2>8 

3 IF Q=1 L=10000 960 RE IURN 

3 INPUT "COMMAND: "A 970 PRINT "OUT OF 

3 IF A=1 GOTO 350 990 PR INT "GAME O' 

3 IF A=2 GOTO 400 

3 IF A=3 GOTO 450 

3 IF A=4 GOTO 550 

3 IF A=5 GOTO 650 

3 GOTO 280 

3 GOSUB S20;X=(Y-l)x8+Z;IF #(X)#1 PRINT "SECTOR OCCUPIED";GOTO 350 
3 U=1;GOSUB 870;•(X )=3;•(E*8+F )=1;GOSUB 850;GOTO 200 
3 G=RND (250 )+300;U=l;GOSUB 300;GOTO 100 

3 GOSUB 320;U=2;GOSUB 870;X=(Y-l)*8+Z;U=@(X);IF U<2 GOTO 230 
3 IF U=3 PRINT "YOU DESTROYED YOURSELF I I";GOTO 330 
3 IF U=4 PRINT "STARBASE DESTROYED!!";S=10;T=10;GOTO 200 
3 IF R>500 IF (RND (R+500)+6)>10 PRINT "YOU MISSED!!";GOTO 230 
3 @(X)=1;K=K-1;W=W-1;IF W>0 GOTO 230 
3 PRINT "MISSION ACCOMPLISHED I !";GOTO 330 
3 CLEAR ;GOSUB 630 

3 FOR I-1T0 8;PRINT *1,1,;FOR J-1T0 8 
3 X=@((1-1 )*8+J);IF X=0 PRINT " * 

3 IF X=1 PRINT " . ", 

3 IF X=2 PRINT " K ", 

3 IF X=3 PRINT " E ", 

3 IF X=4 PRINT " B ", 


620 NEXT J;PRINT #1,1;NEXT I;GOSUB 630;GOTO 280 
630 PRINT " 1234567 8";RETURN 

•650 CLEAR ;PRINT " STATUS REPORT" 

660 PRINT "SECTOR:",#17,E+1,",",#1,F 
670 PRINT "STARDATE:",#17,D 

680 PRINT "ENERGY: *13,L;PRINT "KLINGONS#17,W 

630 PRINT "CONDITION: ",;GOSUB 700;GOTO 280 

700 IF Q=1PRINT "DOCKED“;FC=0;RETURN 

710 IF K>0PRINT " RED";FC=30;RETURN 

720 IF L=2000PRINT ■ GREEN";FC=172;RETURN 

730 PRINT "YELLOW";FC=133;RETURN 

850 E=(X-1 )-r8;F=X-E*8; RETURN 

860 H=(RND (50)+200)«K;G=H;U=1;GOTO 300 

870 R-(((Y-E)«CY-E))+(CZ-F)«(Z-F)))»100 

880 G=R-fl0; IF G=0 RETURN 

830 J=G; G=( Rf G+G )f-2; IF G<J GOTO 830 

300 L=L-U»G;IF L>0 RETURN 

S10 PRINT "OUT OF ENERGY!I";GOTO 330 

320 INPUT "SECTOR ROW: "Y;IF Y=0 GOTO 280 

330 IF (Y<1)+(Y>8) GOTO 320 

340 INPUT "SECTOR COLUMN: "Z;IF Z=0 GOTO 280 
350 IF (Z<1)+(Z>8) GOTO 340 
360 RETURN 

370 PRINT "OUT OF TIME!!";GOTO SS0 
330 PRINT "GAME OUER.■ 


TEN 
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NICHOMACHUS 


PROGRAM NAME 

AUTHOR ' Hank Chiu PP i 
^75 St. Mary's 
Buffalo Grove, IL 



DESCRIPTION: 


Volume 2 page 72 


HELLO! l AM THE 
toMPuTBl?. 

How MAKJY letters 
VooR 7 


The computer attempts to guess a* 
number you have chosen by asking 
three questions. The player has to 
do some arithmetic to supply the 
answers. 


LISTING: 


10 

Hi 20 

j 30 


90 
100 
110 
120 
130 
140 
150 
l 160 
.170 
jd80 
190 
200 
210 

220 

230 

240 

250 

255 

260 

270 

280 

290 




L" . 


GAME? (1=YES 2=N0)“G 


. 3 ; 


10 

120 

330 

J340 

.^350 

360 

370 


CLEfiR * 

PRINT "HELLO! I AM THE BALLY COMPUTER. 

INPUT " HOW MANY LETTERS IN YOUR NAME?“L 
IF L<SPRINT "MY, YOU HAUE A UERY SHORT NAME!” 
IF L>15PRINT “WOW! YOU HAUE A UERY LONG NAME! 
PRINT ” BY THE WAY, WHAT IS YOUR NAME? 

FOR A=1T0 L;B=KP;@(A)=B 
NEXT A 

PRINT "HELLO!“;GOSUB 1000 
GOSUB 2000 

PRINT " --OOPS! SORRY";PRINT “ABOUT THAT. 
GOSUB 2000 

PRINT "HELLO!“;GOSUB 3000 
GOSUB 2000 

PRINT " --THAT'S BETTER. 

INPUT “WOULD YOU LIKE TO PLAY 
IF G=1G0T0 200 
PRINT "IT WAS NICE MEETING YOU";GOSUB 1000 
STOP 

PRINT “OK *;GOSUB 3000 

PRINT " --FICK A NUMBER";PRINT "BETWEEN 7 AND 
WHAT, IT IS. 

GOSUB 2000^ 

INPUT "YOUR# 

INPUT "YOUR # 

INPUT “YOUR # 

D=0 

D=(70xQ)+(21*R )+(15xS ) 

IF D<=105GOTO 300 
D=D-105 
GOTO 270 

PRINT “YOUR # IS ",D;PRINT “RIGHT? 

INPUT “(1=YES 2=N0)“X 
IF X=lGOTO 340 

PRINT "I THINK YOUR ARITHMETIC IS IN ERROR! 
PRINT “WANT TO TRY AGAIN?“;GOSUB 3000 
INPUT “(1=YES 2=NO ) “Y 
IF Y=lGOTO 200 

GOTO 180 jF:.~ f‘ 


V * 


t3 HAS A REMAINDER 
■r5 HAS A REMAINDER 
*7 HAS A REMAINDER 


OF?“Q 
OF? “ R 
OF? "S 


100“;PRINT "DON'T TELL ME 


1000 FOR C=LTO 1STEP -1 
** 1010 TU=@(C) 

1020 NEXT C 

1030 RETURN 

2000 FOR T=1T0 2000 

2010 NEXT T 

2020 RETURN 

. 3000 FOR C=1T0 L;TU=@CC) 

3010 NEXT C 
T^020 RETURN 
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PROGRAM NAME 


'Brett Bilbrey & Mike Toth 

AUTHOR 14430 j arc j Qy DESCRIPTION: Volume 1 page 38,46 

Dearborn, Ml' 48126 


6 I 513 Z& 
74 

fUvERse PKits I twi?u □ 


Nine numbers are randomly placed <jn ? 
line. The object is to arrange them 
in numerical order (smallest to the 
left). The knob of hand control Ier 
(1) is used to indicate how many 
numbers wilI be moved, and the 
trigger used to make the move. * 


LISTING: 


9 NT=9 
10 N=9;CLEAR 
20 @C1)=RND (9) 

30 FOR K=2T0 N 
40 @CK)=RND (9) 

50 FOR J=1T0 K-l 
G0 IF @(K)=@CJ)GOTO 40 
70 NEXT J;NEXT K 
80 CY=25 

90 PRINT “THE LIST IS" 

100 T=0 
110 GOSUB 280 
120 CY=-20;CX=0;Q=0;NT=0 
130 0=KNC 1 M-32+6; IF TRC1)=1G0T0 160 
|135 CY=-33 

.140 IF 0#Q CX=-77;PRINT "REVERSE DIGITS 1 THRU ",#1,0;Q=0 ! 

Hi50 GOTO 130 ‘ 

§160 T=T+1 
170 FOR K=1T0 Q+2 
180 Z=@CK) 

190 @(K)=@CQ-K+l) 

200 @CQ-K+l)=Z 
210 NEXT K 
220 GOSUB 280 

230 FOR K=1T0 9;IF @CK)#KGOTO 120 
240 NEXT K 
250 CX=-70 
255 CLEAR 

260 CY=0;PRINT " YOU WON IN TV=T*10+48;TV=T-T*10-10+48;PRINT ” MOVES" 

265 PRINT " PULL TRC 1) TO «•-14 if-- —♦PLAY AGAIN" 

270 IF TRC1 )#1G0T0 270 
275 GOTO 10 
280 CX=-5;CY=0 

,290 FOR B=1T0 N;TV=48+@CB);TV=32;NEXT B d 

•300 ^RETURN .. ** 


TWELVE 











PROGRAM NAME ; . 


Matt Giwer 
3922 Mil I creek Dr. 
Rnnandale, UR 22003 


DESCRIPTION: 


Volume 2 page 95 



LISTING: 


This is an artistic exercise that 
draws patterns on the screen, using 
a diamond motif as generated by a s ^ 
Iine following a spiral path around ; 
.the center. 




10 CLERR 
100 fl=3 
200 B=RND (2) 
210 C=RND (2) 


1 


850 FOR D=1T0 100 
900 X=X+ES 
905 Y=Y+C 

907 IF X>75G0T0 100 

908 IF YM5G0T0 100 
910 GOSUB 1050 

950 NEXT D 
990 GOTO 10 
1050 .M 

1060 LINE X,0,R 
1070 LINE 0,-Y,fl 
1090 LINE -X,0,R 
1110 LINE 0,Y,R 
1200 RETURN 
* > 

ym + 
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ARCADIAN SAMPLER PROGRAMS, as included herein, are also available on a 
.single tape. It can be purchased in either the ARCADE Plus format (where 

the cassette interface is on the Basic cartridge), or in the BaIly Basic 
format (where there is a separate cassette interface). Either cartridge is 

> 7 ’ 50 

OTHER DOCUMENTATION available includes the disassembled listings of the’ 
Basic languages. Advanced hackers will find these of value in developing 
-■more complex programs. The Bally Basic listing is $5.50, while the new 
"Arcade Plus listing is 157.50. 

* 

TAPED PROGRAMS are also available of other programs that have appeared in 
the ARCADIAN. We have tapes of the "BEST OF ARCADIAN” for 1379, 1980, and 
1981. Inquire as to contents and prices. 


ARCADIAN 

3626 Morrie Drive 

San Jose, CA 95127-9990 

408-272-1060 
The SOURCE TCD959 


FOURTEEN 
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NOTES 


These NOTES are prouided to introduce the new ARCADE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
Cons iderabIy more detail can be found in the RRCRDIfiN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 

The RRCRDIfiN articles were written as descriptions of the original 
“Bally Basic". While this cartridge has been superseded by the current 

"AstroUision Basic”, the explanatory material remains applicable. fls new 
material is discovered and developed by experimenters, it will be 
documented in the RRCRDIfiN. 

Your inputs are solicited, as production of the RRCRDIRN is almost 
totally based on subscriber inputs. 

SCREEN CHRRRCTERS The Rrcade divides the tv screen into 16320 

individual dots, called pixels. This is disposed at 102 high by 160 wide. 
The lettering of the Rrcade is 5 pixels wide-plus one, and 7 pixels 
.high-plus one. (The 'one' is to prevent adjacent letters from running 
^together.) R full explanation of controlling location is defined in Uo I . 1, 

Pipage 50, while methods to drive the lettering size upwards start on page 
jj‘45. 

Home-brewed characters can be generated by means of a method defined 
in Uol . 3, page 83. In this program, a 16x10 matrix can be selectively 

filled in to create a character. R further expansion of this technique is 
described in Uol. 3, page 128, wherein the computer is made to do most of 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
within its memory registers in binary or hexadecimal notations by some 
simple programs. (binary, Uol 1, p.43; hex, page 4-4, for example) 

SOUND GENERRTION lengthy explanation of the operation of/the sound 
systems is found in Uol. 1, pages 62-66 and 70-73 

MUSIC GENERRTION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in U<p I . 2, page 
62, and UoI 4, page 10 


BOOLEAN MATH is utilized in some functions and commands, and is 










ORCADIAN 



These NOTES are provided to introduce the new ARCADE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
ConsiderabIy more detail can be found in the ARCADIAN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 

The ARCADIAN articles were written as descriptions of the original 
"Bally Basic". While this cartridge has been superseded by the current 
"AstroUision Basic", the explanatory material remains applicable. As new 
material is discovered and developed by experimenters, it wilI be 
documented in the ARCADIAN. 

Your inputs are solicited, as production of the ARCADIAN is almost 
totally based on subscriber inputs. 

SCREEN CHARACTERS The Arcade divides the tv screen into 16320 

individual dots, called pixels. This is disposed at 102 high by 168 wide. 
The lettering of the Arcade is 5 pixels wide-plus one, and 7 pixels 
high-plus one. (The 'one' is to prevent adjacent letters from running 
together.) A full explanation of controlling location is defined in Uo I . 1, 
page 50, while methods to drive the lettering size upwards start on page 
45. 

Home-brewed characters can be generated by means of a method defined 
in UoI. 3, page 83. In this program, a 16x10 matrix can be selectively 

filled in to create a character. A further expansion of this technique is 
described in Uo I . 3, page 128, wherein the computer is made to do most of 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
within its memory registers in binary or hexadecimal notations by some 
simple programs. (binary, Uo I 1, p.43; hex, page 44, for example) 

SOUND GENERATION lengthy explanation of the operation of the sound 
systems is found in Uol. 1, pages 62-66 and 70-73 

MUSIC GENERATION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in Uol. 2, page 
62, and Uol 4, page 10 


L 


BOOLEAN MATH is utilized in some functions and commands, and is 
discussed in Uol.l, pages 41,44, 52,55, amongst others. 










&(10) is a command that gives you control over an apparent "curtain 
on the screen, behind which you can place words or characters until you an 
ready to display them. Try 

FOR FI = 0 TO 180; &(10)=R; NEXT FI 


&C9) is a command that gives you control over the ability to divide 
the screen vertically. Try the same program as above, only replace &C10)-R 
with &(9)=A. Then try adding this command at the beginning: &(0)=172; 
&(11)=126; &(2)=S2 for a colorful surprise. These are described in Vo I . 1 

pages 15, 40. 

MFlCHINE CODE programs are possible in the Arcade 
JCCn) activates the PEEK/POKE re I at ionsh i p . In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands A=5£(nnnn) then a PRINT A will result in the value located in 
location nnnn 

To place A into location nnnn, one commands X(nnnn)=A. 

CALL is a direct command to intercept a program within the system ROM. 
Try CALL 3177 or CALL 4910. 

Putting all of this together, and knowing how the insides of the 
Arcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Vo I . 1, page 25. 

There are a number of subsequent articles touching on various parts of the 
probIem. 


PUBLICATIONS The following papers are available. At the moment, 
these document the Arcade with the Bally Basic installed. Exactly how much 
of these are appl icable for the AstroUision Basic is anyone's guess. They 
are included for your information, and as we develop our understanding of 
the AstroUision Basic, we shall update, revise, or reprint the documents. 

EXECUTIVE SOFTWARE - a listing of software that does something 
in the Arcade, and how to execute it. Part of the document Iists the ROM 
subroutines that are executed with an RST 38H instruction, while the 
second part contains the listings of the on-board ROM from 0000-1FFF. 27 
pages. 

ASTROUISION BASIC a completely disassembled listing of the Basic 
cartridge on 70 pages, with comments. (We have a similar Iisting of the 
Bally Basic. ) 

BALCHEK A program was developed by Bally software engineers 
which "looked at" the operation of the printed circuit board and then 
determined if any problems existed, all t*e while doing a burn-in 
operation. It would then identify the errant problem area. The I isting 
and its instructions in over 60 pages. This program is also available on a 
chip, and in a complete, ready to operate tool. 

MANUAL OF HARDWARE AND SOFTWARE A Iarge document made up by the 
Bally software design engineers explaining a number of routines, machine 
operations, and details of the inner workings, including some 
specifications of the three custom chips. The second half of the document 
contains disassembled listings. 300 pages. 
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3626 Morrie Drive 

San Jose, CA 95127-9990 
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&C10) is a command that gives you control over an apparent ‘curtain* 
on the screen, behind which you can place words or characters until you are 
ready to display them. Try 

FOR fl * 0 TO 180; &C10)=A‘. NEXT ft 


&C9) is a command that gives you control over the ability to divide 
the screen vertically. Try the same program as above, only replace &C10 )=ft 
with &(9)**ft. Then try adding this command at the beginning: &(0)-172; 
&(11)*126; &(2)=82 for a colorful surprise. These are described in Uo I . 1 
Pages 15, -40. 

MftCHINE CODE programs are possible in the ftrcade:- 
?S(n) activates the PEEK/POKE re I at ionsh i p . In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands ft=?S(nnnn) then a PRINT ft wi I I result in the value located in 
location nnnn 

To place ft into location nnnn, one commands 3£(nnnn)=ft. 

CftLL is a direct command to intercept a program within the system ROM. 
Try CftLL 3177 or CALL 4910. 

Putting all of this together, and knowing how the insides of the 
Arcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Uol. 1, page 25. 
There are a number of subsequent articles touching on various parts of the 
probIem. 


PUBLICATIONS The following papers are available. At the moment, 
these document the Arcade with the Bally Basic installed. Exactly how much 
of these are applicable for the AstroUision Basic is anyone's guess. They 
are included for your information, and as we develop our understand ing of 
the AstroUision Basic, we shall update, revise, or reprint the documents. 

EXECUTIUE SOFTWARE - a listing of software that does something 
in the Arcade, and how to execute it. Part of the document Iists the ROM 
subroutines that are executed with an RST 38H instruction, while the 
second part contains the listings of the on-board ROM from 0000-1FFF. 27 
pages. 

ASTROUISION BASIC a completely disassembled listing of the Basic 
cartridge on 70 pages, with comments. (We have a similar Iisting of the 
Bally Basic. ) 

BALCHEK A program was developed by BaIly software engineers 
which ‘looked at* the operation of the printed circuit board and then 
determined if any problems existed, all t*e while doing a burn-in 
operation. It would then identify the errant problem area. The listing 
and its instructions in over 60 pages. This program is also available on a 
chip, and in a complete, ready to operate tool. 
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^ &C10) is a command that gives you control over an apparent “curtain? 

an the screen, behind which you can place words or characters until you are 
ready to display them. Try 

FOR FI = 0 TO 180; &( 10 )=fi; NEXT R 

&C9) is a command that gives you control over the ability to divide 
the ""screen vertically. Try the same program as above, only rep I ace .&4J.0 )=R 
with—&C9)=A. Then try adding this command at the beginning: &<0)=172; :f 

&(11)=126; &(2) s= 82 -For a colorful surprise. These are described in Uo I . 1 
Pages 15, 40. —e, 

MRCHINE CODE ^programs qre pdW|j|bW^in thij.flrcade:- 
%(n ) activates the PEEK/POKE reI ationship. In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands fl=5i(nnnn) then a PRINT R will result in the value located in 

location nnnn 

To place fl into location nnnn, one commands %(nnnn)=A. 

CRLL is a direct command to intercept a program within the system ROM. 
Try CRLL 3177 or CRLL 4910. 

Putting alI of this together, and knowing how the insides of the 
Rrcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Uo I . 1, page 25. 

There are a number of subsequent articles touching on various parts of the 
probIem. 

PUBLICATIONS The following papers are available. Rt the moment, 
%hese document the Arcade with the Bally Basic installed. Exactly how much 
'Tjof these are app I icable for the AstroUision Basic is anyone's guess. They ,.i 
are included for your information, and as we develop our understanding of « 
the AstroUision Basic, we shall update, revise, or reprint the documents. 

EXECUTIUE SOFTWARE - a Iisting of software that does something • 
in the Rrcade, and how to execute it. Part of the document lists the ROM 
subroutines that are executed with an RST 38H instruction, while the 
second part contains the listings of the on-board ROM from 0000-1FFF. 27 
pages. 

ASTROUISION BASIC a completely disassembled listing of the Basic 
cartridge on 70 pages, with comments. < We have a similar listing of the 
Bally Basic. ) 

BALCHEK A program was developed by BaIly software engineers 
which "looked at” the operation of the printed circuit board and then 
determined if any problems existed, all t*e while doing a burn-in 
operation. It would then identify the errant problem area. The listing 
and its instructions in over B0 pages. This program is also available on a 
chip, and in a complete, ready to operate tool. 

MANUAL OF HARDWARE AND SOFTWARE A Iarge document made up by the 
Bally software design engineers explaining a number of routines, machine 
operations, and details of the inner workings, including some 
spec ificat ions of the three custom chips. The second half of the document 
contains disassembled listings. 300 pages. 
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NOTES 


These NOTES are provided to introduce the new RRCRDE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
ConsiderabIy more detail can be found in the RRCRDIRN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 

The RRCRDIRN articles were written as descriptions of the original 
"Bally Basic". While this cartridge has been superseded by the current 
"AstroUision Basic", the explanatory material remains applicable. fls new 
material is discovered and developed by experimenters, it will be 
documented in the RRCRDIRN. 

Your inputs are solicited, as production of the RRCRDIRN is almost 
totally based on subscriber inputs. 

SCREEN CHRRRCTERS The Rrcade divides the tv screen into 16320 

individual dots, called pixels. This is disposed at 102 high by 160 wide. 
The lettering of the Arcade is 5 pixels wide-plus one, and 7 pixels 
high-plus one. (The 'one' is to prevent adjacent letters from running 
together.) R full explanation of controlling location is defined in Uol. 1, 
page 60, while methods to drive the lettering size upwards start on page 
45. 

Home-brewed characters can be generated by means of a method defined 
in Uol. 3, page 83. In this program, a 16x10 matrix can be selectively 
filled in to create a character. R further expansion of this technique is 
described in UoI. 3, page 128, wherein the computer is made to do most of 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
within its memory registers in binary or hexadecimal notations by some 
simple programs. (binary, UoI 1, p.43; hex, page 44, for example) 

SOUND GENERATION lengthy explanation of the operation of the sound 
systems is found in Uol. 1, pages 62-66 and 70-73 

MUSIC GENERATION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in Uol. 2, page 
62, and Uol 4, page 10 

BOOLEAN MATH is utilized in some functions and commands, and is 
discussed in Uol.l, pages 41,44, 52,55, amongst others. 











no problem with them. Read the Manual that came with the Basic in case you 
have difficulty - and here are a couple of Instructions that are useful for 
any program you wish to enter. 

1. Make NO modifications. 

2. It is implied that every line ends with a 'WORDS GO' entry, that 
is equivalent to a typewriter's carriage return. Up to this point, you 
could make changes, correct errors, etc., because the work you were doing 
was being temporarily stored in a "keypad buffer". Once you press the 
WORDS GO sequence, that work is transferred to the computer and the 
keyboard buffer is ready for another line of input. 

3. Punctuation marks have a different meaning to the computer. Bo 
not substitute, add, or delete any. 

A. fifter the last line entry, type in "WORDS RUN GO" to get the 
program into operation. 

5. If the computer has a problem and questions your instruction, the 
instruction wiI I be I isted with a question mark at the problem area. First 
* LIST' the line in question (for example, if the computer prints line 140 
on the screen, enter “LIST 140, 1 WORDS GO". This will list only line 
140, just as it was entered.) and see that it is exactly as you wanted it, 
especially in the area where the question mark was. Next, make sure that 
the computer can do what you want it to - is it supposed to go to a 
subroutine that isn't there? or use a variable that has not been entered? 
are there enough terms for a LINE or BOX command? etc. 


If the probIe 


s unsolvable, Iist the program to 
"fixed" program to you. 


tape, send it 


7. Once the program is running, you can store it on tape for your 
use. find after it is stored, you can start to manipulate the 
in the computer and make whatever modifications you might 


filI programs are 


ngle tape, at *7.50 postpa 


fiRCfiDIfiN Newsletter 









ORCADIAN 


PROGRAM NAME BAGELS 


ISSUE Tolume 2 page 25 


AUTHOR 4003 Hamilton Park Dr. 

San Jose, CA S5130 



DESCRIPTION 


FERMI-FERMItwo or 

digits in the right | 


! CLEAR ;NT-0;FC-66;BC-7 
) Z-300 

) o-0;W-0;D«0;c-0;U-0;F-0 
) BOX S,-5,80,50,IsBOX 5,-5,78,48,3 
I CX--40iCY-20;PRINT "BAGELS 
I BOX -26,20,49,11,3 
I NT-5;FOR A-1TO 15 
I CX-RND (3 ) »20-40;CY—RND (5>»B-30 
I FOR B-1TO 3;TO—47+RND (10);NEXT BiNEXT A 
I NT-0;FC-252 

) CX-25;CY—39;PRINT "PRESS GO", 
i BOX 63,-39,13,9,3 
I A-RND (10) 

) IF &(23)-0GOTO 180 
) • ( 4 )—RND ( 10 )-l ;•( 7 )-•( 4 ) 

> •(5 )-RND (10)-1 
I IF •< 4)—•(5)GOTO 210 
) • ( 8 )—•( 5 ) 

) •(6 )-RND (10)-1 

I IF ( •( 6 )—•( 4 ))+(•( 6 )—•( 5 ) >GOTO 240 
) CLERR ;G-0;0-0+1;FC-7;BC-243 
) CY—40;PRINT " GAME",*3,0 

1 IF U CX-0;CY-40;PRINT "AUERAGE",*3,U,".",*1, 
) NT-0;CX--77;PRINT * 

) NT-1;CX--77;PRINT *2,G+1,">", 

3 FOR A-1T0 3 
) X-KP;IF X—31GOTO Z 
) TU-X 

) IF (X<48 )-(X>57)GOTO 900 
) • (A )-X-48;NEXT A 
) IF • (1)+•(2)+•(3)-0GOTO 750 

3 IF (•( 1 )-•( 2 )>+(•( 1 )-•( 3 ) )+(•( 2 )-•( 3 ) )GOTO £ 
5 G-G+l;P-0 
3 FOR A-1T0 3 
3 IF •( A)—#(A+3)P—P+4 
3 IF •( A )—•( A+4 )P—P+1 
3 IF •CA)-#CA+5)P-P+1 
3 NEXT A 


610 IF P-0PRINT " BAGELS";GOTO Z 
820 IF P-1PRINT * PICO";GOTO 2 
630 IF P<-SPRINT " PICO-PICO"iGOTO Z 
640 IF P-4PRINT " FERMI";GOTO Z 
650 IF P<7PRINT " FERMI-PICO";GOTO Z 
660 PRINT " FERMI-FERMI" 

670 PRINT "GAME GUESS? ",;A-KP 
680 IF A-13G0T0 700 

690 PRINT "NO",;NT-30;MU-20;MU-18;MU-18;GOTO Z 
700 CX-CX-12;PRINT " "{PRINT ;IF P412G0T0 740 
710 PRINT "YOU GOT IT";W-W+1;BC-155 
720 NT-B;A—48;MU-99:MU-53;MU-A;MU-49;MU-A;MU-A;MU-A 
730 MU-50;MU-49;MU-50;MU-51:MU-A;MU-51;MU-A;MU-51;MU-A; 
GOTO 790 

740 PRINT "SORRY, WRONG NUMBER";D-D+l;BC-66;GOTO 760 

750 PRINT SPRINT SPRINT "GAUE UP";BC-123 

760 PRINT "CORRECT NUMBER WAS ",#1,#<4 ) ,•(5 ),#C6) 


770 NT-10;MU-51;MU-45;MU-51;MU-SI;MU-45;MU-51;MU-51 
780 MU-99;MU-55;MU-50;MU-49;MU-99;MU-54:MU-48;MU-48 
790 NT-0 

B00 C-C+G;IF W-0GOTO 860 

810 U-CrW;F-(RM,10)-rW 

820 PRINT "STAT. AFTER GAME ♦",♦2,0 

830 PRINT " « GAMES WON _",*2,W 

840 PRINT " « GAMES LOST ...*,*2,D 

850 PRINT " AUE « GUESSES.*2,U,*1,F 

860 GOTO 180 

900 PRINT " INPUT ERROR",;GOTO 920 
910 PRINT * DUPLICATE DIGITS", 

920 NT-5;FOR A—1 TO 10;MU-87;MU-84;NEXT A 

930 GOTO Z Copyright 1980, Robert Fabris 
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PROGRAM NAME: CONNECT FOUR 


Lorry Camnitz 

AUTHOR 2X06 Hastings St. 

Orlando, FL 32808 


ISSUE: 2 35 



DESCRIPTION- 


The object is to get four squares in 
a row while preventing your opponent 
from doing the same. Use hand 


10 BC-126 
20 FC-0 
30 NT-0 

300 P-l;L-l;M-0;N-0 
350 CLEAR iGOSUB 3000 
960 CLEAR 

000 BOX -4,-36,118,10,2 
002 CX—70; CY-20; PRINT ■GAME", 
004 CX-45;CY-20;PRINT "BLACK" 
005 CX-58;CY—20;PRINT #0,M 
006 CX-45;CY—10;PRINT "WHITE" 
,007 CX-5B;CY-10;PRINT *0,N 
00B CX—-64;CY—10;PRINT *0,L 
010 BOX -4,-3,87,56,1 
020 FOR B--40TO 32STEP 12 
030 FOR C-20TO -25STEP -9 
040 BOX B,C,11,8,2 
050 NEXT C 
060 NEXT B 
070 X—-40 


080 D--34;E--34;F--34;G— 
1100 CY—40;IF P-1PRINT 
1110 CY-40;IF P-2PRINT " 
1200 IF TRC1)—1GOTO 2000 
1210 IF JX(13-1GOTO 1500 
1220 IF JX(1)—1GOTO 1510 
1230 IF JY(2)-lGOTO 3500 
1240 GOTO 1200 
1400 IF TR(2)—1GOTO 2000 
1405 IF &C22 )—16G0T0 900 
1410 IF JX(2)“1G0T0 1500 
1420 IF JX(2)—-IGOTO 1510 
1430 IF JYC1 )—IGOTO 3600 
1440 GOTO 1400 
1500 X-X+12;GOTO 1600 
1510 X-X-12;G0T0 1600 
1600 IF X<-40X—-40 
1610 IF X >32X-32 
1620 B OX -4, 30,100,6,2 
1700 BOX X,30,9,6,1 

1705 IF P-2B0X X,30,5,4,2 

1706 NT-1 

1710 MU—"Y";MU-‘Z" 

1711 NT-0 

1720 IF P-1GOTO 1200 
1730 IF P-2G0T0 1400 


; E--34; F--34; G—34; H--34; I--34; J—34 
;IF P-1PRINT "-— 1 —- BLACK IS UP";GOTO 1600 
;IF P-2PRINT " WHITE IS UP";GOTO 1600 

C1)—IGOTO 2000 


I IF X—-40D—D+9;GOT0 2200 
I IF X--28E-E+9;GOTO 2300 
I IF X—-16F—F+9;GOTO 2400 
I IF X—-4G—G+9;GOT0 2500 


3 BOX X.D.9,6,1 

3 IF P-2B0X X,D,5,4,2;P-1;GOTO 1100 
3 P-2;GOTO 1100 
3 BOX X, E, 9,6,1 

3 IF P-2B0X X,E,5,4,2;P-1;G0T0 1100 
3 P-2;GOTO 1100 
3 BOX X,F,9,E,1 

3 IF P-2B0X X,F,5,4,2;P-1;G0T0 1100 
3 P-2;GOTO 1100 
3 BOX X,G,9,8,1 

3 IF P-2B0X X,G,5,4,2;P—1;GOTO 1100 
3 P-2;GOTO 1100 
3 BOX X,H,9,6,1 

3 IF P-2B0X X,H,5,4,2;P=1;G0T0 1100 
3 P-2;GOTO 1100 
3 BOX X,1,9,6,1 

3 IF P-2B0X X,I,5,4,2;P-1;G0T0 1100 
3 P-2;GOTO 1100 
3 BOX X,J,9,6,1 

3 IF P-2B0X X,J,5,4,2;P—1;GOTO 1100 
3 P-2;GOTO 1100 

) CY-20;PRINT * *— £ — CONNECT FOUR 
3 PRINT ;INPUT " NUMBER OF GAMES?' 


3 IF L-l-KGOTO 4500 
3 IF TRC 2 3-1GOTO 1000 
3 GOTO 3530 

5 CX—SB;CY—3B;PRINT "BLACK CONNECTS FOUR 
3 N-N+l;CX-S8;CY—10;PRINT *0,N 
3 L-L+l 

3 IF L-l-KGOTO 4500 
3 IF TRC1)—IGOTO 1000 
3 GOTO 3630 

I CY-40;PRINT "---‘GAME OUER 

3 IF &C223-16GOTO 90P 

3 GOTO 4510 Copyright 1980, Robert Fabrls 


THREE 
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BINGO (continued) 


430 IF R-25RETURN 

440 PRINT ‘ NOPE’RETURN 

500 X«-66 

510 FOR S=75+RT0 95+RSTEP 5 

512 Y=24 

520 FOR T=1T0 5 

530 IF @( S+T)=N&(21)=255;BOX X+U,Y,12,9,3;S+T)=-l;&(21)-0;RETURN 
540 Y=Y-10;NEXT T 
550 X=X+13;NEXT S 
5B0 RETURN 

G00 FOR S=76+RT0 9G+RSTEP 5 

610 IF S) = -1IF @(S+l ) = -1IF #CS+2)=-lIF «(S+3)=-lIF @(S+4J--1GOTO 800 

G20 NEXT S 

G30 FOR S=76+RT0 80+R 

640 IF @CS) = -1IF #(S+5 )=-1IF e<S+10)=-1IF @(S+15)=-1IF @(S+20 ) = -1GOTO 800 
G50 NEXT S 

6G0 FOR S=76+RT0 100+RSTEP G 
G70 IF S )♦-1GOTO 700 

680 NEXT S 
G90 GOTO 800 

700 FOR S=80+RTO 9G+RSTEP 4 

710 IF S )#-1RETURN 

720 NEXT S 

800 CY=-40 

810 FOR L=0TO 9 

820 IF R=0CX=-72;PRINT "BINGO--YOU WIN", 

830 IF fl=25CX=8;PRINT "BINGO--I WIN", 

840 NEXT L 



FIVE 
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program name horserace 


ISSUE ♦olume 3 page 26 


AUTHOR 


Paul Slazak 
1104 S. Neltnor 
West Chicago, IL 60185 



DESCRIPTION 


Eight horses are available to bet 
upon, using the keypad to enter your 
horse (B) and the value of your bet 
<C>. The computer then randomly 
moves the horses across the screen 
and calculates the winnings. 


LISTING 

S NT-0;CLEAR ;FC-155;BC-160;N-0;FOR Z-1T0 4;*(Z+20>-500;NEXT Z;*(9)-1B0 
10 CY-5;PRINT -WELCOME TO RRLINGDUNG PARK‘;INPUT •# OF PLAYERS'? (l-4)-fl;IF R>4 
GOTO 10 

15 GOSUB Z90 

20 CLEAR ;CX—20; PRINT -RACE *-,;PRINT *1,N;T-0;S-0;GOSUB 600 

30 FOR Z-1TO 8;PRINT #2,Z,;• (Z+B)-RND (51+RND C3 1+1;CX-38;PRINT ♦i,*(Z+B) ;CX- 
4S;PRINT -il*.;CX—50;GOTO 30+Z 

31 PRINT "ALBADEXTER*;NEXT Z 

32 PRINT "JO L IN';NEXT Z 

33 PRINT "C BICUSPID";NEXT Z 

34 PRINT -SEATLE SLEWED*;NEXT Z 

35 PRINT -WOMAN 0'WAR-;NEXT Z 

36 PRINT "DUSTY PAUL’;NEXT Z 

37 PRINT -DIABLO-(NEXT Z 

38 PRINT •SECRETARYLESS-;NEXT Z 

40 FOR Z-1T0 A;IF *(Z+20)-0*(Z+161-0;NEXT Z;GOTO 100 

50 CY—-32;PRINT -PLAYER *-,;PRINT #1,Z,;CX—20;INPUT B;CY—32;CX-10;INPUT C 
60 IF B>0IF B<10GOTO 80 
70 GOTO 50 

80 IF C>*( Z+20 ICY—32; PRINT "SORRY,I'M NO LOAN SHARK";GOSUB 610;CY--3Z;FOR D-l 
TO 23;PRINT * -,;NEXT D;CX--78;GOTO S0 

90 •(Z+16)-B:#(Z+20)-#(Z+20)-C;*(Z+24)-C;NEXT Z 
100 FC-160;NT-5;PRINT *148 641 641 641000000-;CLEAR ;NT-0;FC-155;CY-35 

110 FOR Z-1T0 10;CX-70;GOTO 110+Z 

111 PRINT -X";NEXT Z 

112 PRINT "X*;NEXT Z 

113 PRINT ’F";NEXT Z 

114 PRINT 'I";NEXT Z 

115 PRINT -N'SNEXT Z 

116 PRINT * I■;NEXT Z 

117 PRINT "S" ;NEXT Z 

118 PRINT -H-JNEXT Z 

119 PRINT "X-JNEXT Z 

120 PRINT "X" ;NEXT Z 

130 CY-25:FOR Z-1T0 8;PRINT •Z.Z,;CX—60;PRINT -:*;NEXT ZlGOSUB 610 
140 CY-2S;FOR Z-1T0 8;CX—60:PRINT "..*;NEXT Z 

1S0 NT-1;*(201-50;*(211-205;FOR Z-1T0 3S;MU-*y;NEXT Z;NT-0;&(201-0;&(21)-0;CY- 
25; FOR Z-1T0 8;PRINT * *;NEXT Z 

1S5 CY—0;PRINT ‘..AND THEY'RE OFFH-jGOSUB 610; CY-0;PRINT ■„_,q SPA-CtS_ 


160 GOSUB 610 

170 CY-2S;FOR Z-1T0 8; •( Z )-•( Z >+( ( RND (41+8+RND (5)>-(RND 
INT *1,Z;IF •(Z1>65S—1 
175 NEXT Z;GOSUB 610 
180 IF S-1G0T0 200 
190 CY-25;GOSUB 620;GOTO 160 


(•(Z+8)11);CX-#(Z1;PR 


Copyright 1980, Robert Fabris 


SIX 








200 G=0;FOR Z=1T0 8;IF G>#CZ)NEXT Z;GOTO 220 
210 X=Z;G=@(Z);M=@(Z+8);NEXT Z 
220 B=0;FOR Z=1T0 8;IF ®(Z)>65B=B+1 
230 NEXT Z;IF B>1G0SUB 500 

240 CLEAR ;CY-0;PRINT "THE WINNER IS #",;PRINT *2,X;G0SUB 810 
250 FOR Z=1T0 A;IF Z+1G )=X@(Z+20 )=@(Z+24)bM+@(Z+20) 

280 NEXT Z 

290 CLEAR ;CX=-30;PRINT 'YOU HAUE" 

300 FOR Z=1T0 A;PRINT "PLAYER *",;PRINT #1,Z,;PRINT #2," *",;PRINT #2,@(Z+20); 
N EXT Z 


310 FOR Z=1T0 3000;NEXT Z 
320 IF N>8GOTO 400 
330 N=N+1;IF N>0GOTO 20 
340 RETURN 

400 CLEAR ;FC=79;BC=82;CY=18;CX=-35;PRINT "RACES OUER!!";PRINT ;PRINT 
410 PRINT "IF YOU WANT 9 MORE RACES PRESS 1";A=KP;IF A#49ST0P 
420 GOTO 5 

500 FOR Z=1T0 8;CLEAR ;FC=212;BC=209;CY=0;CX=-35;PRINT "PHOTO FINISH";NEXT Z; 

BC «160;FC=155 
510 RETURN 

600 FOR Z=1T0 8;Z ) =-78;NEXT Z;RETURN 
610 FOR F=1T0 300;NEXT F;RETURN 

620 FOR D=1T0 8; CX=€>( D ); PRINT * "; NEXT D; RETURN 


SEVEN 




ORCADIAN 


PROGRAM NAME: FIFTEEN 


Bob Miseman 

AUTHOR 6594 Suartout Rd. 

Blgonac, MI 48001 


ISSUE: *«lu*e 2 page 64 



DESCRIPTION- 


Based on the fomillar 15 pu: 
this uersion uses letters. The. 
randomly placed by the computer, 


5 BOX -2,0,75,75,1 

6 BOX -2,0,73,73,3 
0 E-0;fi-25 

0 FOR Y-1TO 24 
1 *(Y)-Y+64 
5 GOSUB 400;NEXT Y 
0 9 (25)“32;GOSUB 400 
0 IF TR(1)-1U-1 
3 IF E-0B-RND <4>;G0T0 100 
3 I-JX(l)jJ-JYCl) 

3 IF I-0IF J-0GOTO 70 
3 IF IIF JGOTO 70 

1 B-0 

2 IF J B-J+2 
« IF I B-3-I 

3 X«R-fH5*5 

3 IF B-2IF X-1GOTO 300 
3 IF B-4IF X-0GOTO 300 
3 IF B-3IF ft >20GOTO 300 
3 IF B-1IF fKBGOTO 300 
3 IF B-lD-fi-S 
3 IF B-2D-R-1 
3 IF B-3D-R+5 
3 IF B-4D-R+1 
3 X-»CD);#CD)-32;*(ft)«X 
’ IF E-1GOTO 200 
3 U-U-l;fl-D 

I IF U<200FOR Y-1TO 25;G0SUB ‘ 
3 GOTO 50 
) Y-D;GOSUB 400 
3 Y-ft;GOSUB 400 
) fl-D 

IF U-0GOTO 50 


222 U-0 
225 Y-0 

230 FOR X-1TO 25 
235 IF X-RGOTO 250 
240 IF •(X )<YGOTO 50 
245 Y-*(X) 

250 NEXT X 
260 FOR X-1TO 25 
270 MU-X;NEXT X 
280 GOTO 10 
300 IF E-0GOTO 50 
302 FOR X-1TO 5 
304 MU“X;NEXT X 
310 GOTO 50 
400 MU - •(Y ) 

405 Z-Y-l 

410 CX— 30+CZ-Z+5.5)*! 
420 CY“30-Zt5k14 
430 TU-*(Y) 

440 RETURN 


Copyright 1980, Robert Fa 
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PROGRAM NAME _ 

Guy McLimore 

AUTHOR ABC Hobbycraft I 

2155 E. Morgan five. 

Evansville, IN 47711 



rI0K; ISSUE D' 2 Page 3 

This is a graphics program that 
projects a random star field on the 
screen, then prints a word. A tail 
erupts from the end of the word, 
which in turn becomes surrounded by 
a rocket. We use this as the 
logotype for the Newsletter. 


CLEAR 

&(9)«37 

BC=250;FC=7 

FOR A=1T0 150 

H=RND (160)-80;U=RND (88 

BOX H,U,1,1,RND (2) 

NEXT A 

&(9)=85;&(1)=Z50 
&(2)-=10B;&( 11 )=250 
CX=-44;CY~0 
PRINT 'ARCADIAN 
LINE 0,0,4 
FOR Q=0TO 35STEP 2 
LINE 75,Q,3;LINE 0,0,4 
LINE 75,-Q,3;LINE 0,0,4 
NEXT Q 

L=7;FOR Z=48T0 51 
BOX -Z,0,1,L,1 
L=L-2 
NEXT Z 

BOX -22,0,50,9,3 

FOR Q=0TO 35 

LINE 75,Q,3;LINE 0,0,4 

LINE 75,-Q,3;LINE 0,0,4 

NEXT Q 

GOTO 220 



NE 






ORCADIAN 


PROGRAM NAME MICROTREK 


ISSUE Volume 1 , page 89; V2pL 


Bi I I flndn 

AUTHOR 7034 Thomi 



ft emaI I 

DESCRIPTION *< 


Star Base , you are 
storing energy. The 


3 CLEAR ;NT-0 “ 

3 D-RND (40);IF D<30GOTO 40 €50 CLEAR ;PRINT 

3 W-RND (35);IF W<I0GOTO 50 660 PR1NT “SECTOF 

3 D-(D*W)f20;L-10000 670 PRINT "STftRDf 

3 PRINT • •MICROTREK* 000 PRINT 'ENERGY 

3 A=0;K-0;S=10;T-10 690 PRINT “CONDI! 

3 FOR I-1TO 64;*(I )-0 Z 00 IF Q “-l pR INT " 

3 X-RND (12);IF X>2 •(I )-l 710 IF K>0PRINT ■ 

3 IF X-3 IF K<W *(I)-2;K-K+1 720 IF L- 2000PRIh 

3 NEXT I 730 PRINT "YELLOU. 

3 X-RND ( 54 ); IF *(X)>1 GOTO 150 950 E “ ( X'l >*8; F-X 

3 • (X )-3;GOSUB B50;B-RND (17);IF B>5 GOTO 200 990 *“ (RND (50)+2 

3 X-RND (64); IF #(X)>lGOTO 170 970 R “< < < Y-E).. ( Y- 

3 *(X )-4;S-(X-l )t8 ;T-X-S*8 990 G-R+10;IF G-0 

3 CLEAR ;C-E-S;IF C<0C--C 990 J “ G: G-(R+G+G) 

3 G-F-T;IF G<0 G—G 900 L-L-U«G;IF L> 

3 0-0;IF C<2 IF G<2 Q-l 910 PRINT “OUT OF 

3 D-D-l; IF D-0 GOTO 970 920 INPUT "SECTOR 

3 IF (K—0 )+(Q—1) GOTO 270 930 IF <Y<1)+(Y>8 

3 G05UE 960;PRINT *4,H,"UNIT HIT FROM" ?^ 0 INPUT “SECTOR 

3 PRINT "KLINGONS!* 950 IF <Z<1>+CZ>8 

3 IF Q-l L-10000 990 RFTURN 

3 INPUT "COMMAND: "A 970 PRINT ‘ 0 ^ OF 

) IF A—1 GOTO 350 990 PRINT “GAME O' 

3 IF A—2 GOTO 400 
3 IF A-3 GOTO 450 
3 IF ft—4 GOTO 550 
3 IF ft-5 GOTO 650 
3 GOTO 280 

3 GOSUB 920;X-(Y-1)*8+Z;IF #(X)*1 PRINT "SECTOR OCCUPIED";GOTO 350 
3 U-l;GOSUB 870;•(X )-3;•(E»8+F)-l;GOSUB B50;GOTO 200 
3 G-RND (250 )+300;U-l;GOSUB 900;GOTO 100 

3 GOSUB 920;U-2;GOSUB 870;X-(Y-l),B+Z;U-*(X);IF U<2 GOTO 230 
3 IF U-3 PRINT "YOU DESTROYED YOURSELFM";GOTO 990 
3 IF U-4 PRINT "STARBASE DESTROYED!!";S-10;T-10;GOTO 200 
3 IF R>500 IF (RND (R+500)+6)>10 PRINT "YOU MISSED!!";GOTO 230 
3 • ( X)-l;K-K-l;W-W-l;IF W>0 GOTO 230 
3 PRINT "MISSION ACCOMPLISHEDM";GOTO 990 
3 CLEAR ;GOSUB 630 

3 FOR I-1T0 BSPRINT *1,1,;FOR J-1T0 8 
3 X-#((1-1)*B+J);IF X-0 PRINT * * ", 

3 IF X—1 PRINT " . 

3 IF X—2 PRINT " K ", 

3 IF X-3 PRINT " E ", 

3 IF X—4 PRINT " B ", 


620 NEXT J;PRINT *1,1;NEXT I;GOSUB 630;GOTO 2B0 
630 PRINT " 1 2 3 4 S 6 7 8";RETURN 

•650 CLEAR SPRINT " STATUS REPORT" 

660 PRINT "SECTOR:",*17,E+1,",",*1,F 
670 PRINT "STARDATE:",*17,D 

680 PRINT "ENERGY:",*19,LsPRINT "KLINGONS:",*17 W 

® 9 '? I " T "CONDITION: “,;GOSUB 700;GOTo’2B0 

700 IF Q-1PRINT “DOCKED";FC-0;RETURN 

710 IF K >0PRINT " RED";FC-90;RETURN 

720 IF L—2000PRINT " GREEN";FC-172;RETURN 

730 PRINT “YELLOW";FC-133;RETURN 

850 E-(X-1 )-r8;F—X-E.8; RETURN 

860 H—(RND (50 )+200 )«K;G-H;U-l;GOTO 900 

870 R—(((Y-E)K(Y-E))+( ( Z-F U (Z-F)))»100 

880 G-R+10;IF G-0 RETURN 

B90 J-G;G«(R*G+G)4-2;IF G<J GOTO 890 

900 L—L-U«G;IF L>0 RETURN 

910 PRINT "OUT OF ENERGYM";GOTO 990 

920 INPUT "SECTOR ROW: "Y;IF Y-0 GOTO 280 

930 IF (Y<1)+(Y>8) GOTO 920 

940 INPUT "SECTOR COLUMN: "Z;IF Z-0 GOTO 280 
950 IF (Z<1)+(Z>8) GOTO 940 
960 RETURN 

970 PRINT "OUT OF TIME!!";GOTO 990 
990 PRINT "GAME OUER.■ 


TEN 
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PROGRAM NAME N I C H OMA C H U $ 


AUTHOR Hank Chiu PPi 
275 St. Mary's 
Buffalo Grove, 


Volume 2 page 72 


HELlOl I AM THE BALLY 
tcMPuTe?. 

flow NAAVJY LETTERS lo 
VooR KJ AM 6 7 


The computer attempts to guess a 
number you have chosen by asking 
three questions. The player has to 
do some arithmetic to supply the 


10 CLEAR 

20 PRINT 'HELLO! I RM THE BRLLY COMPUTER. 

30 INPUT ' HOW MRNY LETTERS IN YOUR NRME?*L 
•40 IF L<5PRINT 'MY, YOU HRUE R UERY SHORT NRME! ' 
50 IF L>15PRINT 'WOW! YOU HRUE R UERY LONG NRME! 
B0 PRINT ' BY THE WRY, WHRT IS YOUR NRME? 

70 FOR R=1T0 L;B=KP;@(A)=B 
80 NEXT fl 

90 PRINT 'HELLO!*;GOSUB 1000 
100 GOSUB 2000 

110 PRINT ' --OOPS! SORRY';PRINT 'RBOUT THAT. 

120 GOSUB 2000 

130 PRINT 'HELLO!';GOSUB 3000 

140 GOSUB 2000 

150 PRINT ' --THAT'S BETTER. 

160 INPUT “WOULD YOU LIKE TO PLAY fl GAME? (1=YES 
170 IF G-1G0T0 200 

180 PRINT 'IT WAS NICE MEETING YOU';GOSUB 1000 
190 STOP 

200 PRINT "OK ';GOSUB 3000 

210 PRINT * --PICK fl NUMBER*;PRINT 'BETWEEN 7 RND 
WHRT IT IS. 

220 GOSUB 2000 

230 INPUT 'YOUR #43 HRS R REMAINDER OF?'Q 

240 INPUT 'YOUR #45 HRS fl REMAINDER OF?*R 

250 INPUT 'YOUR * 47 HRS R REMRINDER OF?'S 

255 D=0 

2E0 D=(70rQ) + (21v.R) + ( 15xS) 

270 IF DO105GOTO 300 
280 D-D-105 
290 GOTO 270 

300 PRINT 'YOUR * IS *,D;PRINT 'RIGHT? 

310 INPUT '(1-YES 2—NO)“X 

320 IF X-1GOTO 340 

330 PRINT *1 THINK YOUR ARITHMETIC IS IN ERROR! 

340 PRINT 'WANT TO TRY AGAIN?';GOSUB 3000 

350 INPUT '(1-YES 2-N0)'Y 

360 IF Y-1GOTO 200 

370 GOTO 180 


100';PRINT "DON'T TELL ME 


1000 FOR C-LTO 1STEP 
1010 TU=@(C) 

1020 NEXT C 

1030 RETURN 

2000 FOR T-1TO 2000 

2010 NEXT T 

2020 RETURN 

3000 FOR C=1T0 L;TU=@ 

3010 NEXT C 

3020 RETURN 


Copyright 1980, Robert Fabris I 


ELEVEN 






PROGRAM NAME 


REVERSE 


Brett Bilbrey & Mike Toth 
AUTHOR 14430 B arc | a y DESCRIPTION: 

Dearborn, MI 48126 


Volume 1 page 38 , U6 



Nine numbers are randomly placed in 
line. The object is to arrange them 
in numerical order (smallest to the 
left). The knob of hand controller 
(1) is used to indicate how many 
numbers wiI I be moved, and the 
trigger used to make the move. 


3 NT=9 
3 N=9;CLEAR 
3 @(1 )=RND (9) 

3 FOR K=2T0 N 
3 @(K)=RND (9) 

3 FOR J=1T0 K-l 
3 IF @(K)=@<J)GOTO 40 
3 NEXT J;NEXT K 
3 CY=25 

3 PRINT "THE LIST IS" 

3 T=0 

3 GOSUB 280 

I CY—20;CX«0;Q=0;NT=0 
3 0=KN(1 M-32+6;IF TR(1) = 1G0T0 160 
J CY=-33 

) IF 0#Q CX=-77;PRINT ’REVERSE DIGITS 1 THRU ",#1,0;Q=0 
I GOTO 130 
I T-T+l 

I FOR K=1T0 Q-f 2 
I Z=@(K) 

I @(K)=@(Q-K+1 ) 

> @(Q-K+l )=Z 
I NEXT K 
I GOSUB 280 

I FOR K-1T0 9;IF #CK)*KGOTO 120 
I NEXT K 
I CX=-70 
; CLERR 

i CY=0; PRINT * YOU WON IN ", ; TU=T4-10+48; TU=T-T-fl0*10+48; PRINT " MOVES 

i PRINT ’ PULL TRC1) TO «-14 if.-* PLRY RGRIN’ 

! IF TR(1)#1G0T0 270 
GOTO 10 
i CX=-5;CY=0 

FOR B=1T0 N;TV=48+@(B );TV=32;NEXT B 
RETURN 


TWELVE 








SPIRALS 


3922 Mil I creek Dr. DESCRIPTION: 

flnnandale, UA 22003 


Volume 2 page 95 



is is an artistic exercise that 
oujs patterns on the screen, using 
diamond motif as generated by a 
ne following a spiral path around 
e center. 


CLEAR 
i A=3 

B=RND (2) 
l C=RND (2) 

I X=B;Y=0 
I FOR D=1T0 100 
I X=X+B 
; Y=Y+C 

' IF X>75G0T0 100 
( IF Y>45G0T0 100 
) GOSUB 1050 
) NEXT D 
I GOTO 10 
) .M 

i LINE X,0,fl 
3 LINE 0,-Y,A 
I LINE -X,0,A 
3 LINE 0,Y,A 
3 RETURN 


Copyright 1980, Robert Fabri 
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RRCADIAN SAMPLER PROGRAMS, as included herein, are also aya liable on a 
single tape. It can be purchased in either the ARCADE Plus format (where 
the cassette interface is on the Basic cartridge), or in the Bally Basic 
format (where there is a separate cassette interface). Either cartridge is 
*7.50 


OTHER DOCUMENTATION available includes the disassembled li 
Basic languages. Advanced hackers wilI find these of value 
more complex programs. The Bally Basic listing is *6.50, 
Arcade Plus listing is 57.50. 


stings of the 
in developing 
while the neo 


TAPED PROGRAMS are also avail 
the ARCADIAN. Me have tapes 
1981. Inquire as to contents 


able of other programs that have appeared 
of the "BEST OF ARCADIAN" for 1979, 1980, < 
and prices. 


ARCADIAN 

3626 Morrie Drive 

San Jose, CA 95127-9990 


U 08 - 272-1060 
The SOURCE TCD959 
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PROGRAM NAME BAGELS 


ISSUE Volume 2 page 25 


Carl Morimoto 

AUTHOR 4003 Hamilton Park Dr. 

San Jose, CA 95130 



DESCRIPTION 


LISTING 


The computer picks a three-digit 
number (no duplicate digits) that 
you hove to guess. Each time that 
you make a three-figure guess, the 
computer responds with one of the 
foI I owing: 

BfiGELS no digit is correct 

P *C0 one correct digit in 

the wrong place 

PICO-PICO two or more correct 
digits in the wrong place 

one correct digit in 

the right place 

PERMI-PICO one correct digit in the 
right ploce, and one or more correct 
digits in the wrong place 
FERMI-FERMItwo or more correct 

digits in the right place 


50 CLEAR (NT-0;FC-66;BC=7 


When you think that you have the 
right numbers, press GO, and the 
computer will respond. If you want 
to give up, enter three zeros 000 


70 Q-0;W-0:D-0;C-0;U-0;F-0 
100 BOX 5,-5,80,50,liBOX 5,-5,78,48,3 
110 CX--40;CY-20;PRINT "BAGELS 
120 BOX -26,20,49,11,3 
130 NT-5;FOR A-1T0 15 
140 CX-RND (3)>20-40;CY—RND C5)*8-30 
150 FOR B-1TO 3;TO—47+RND <10);NEXT BiNEXT A 
160 NT—0;FC—252 

170 CX-25;CY—39;PRINT "PRESS GO", 

175 BOX 63,-39,13,9,3 
180 A-RND (10) 

190 IF &(23)-0GOTO 180 

200 #(4>-RND (10 )-l;*(7)-*(4) 

210 •(5 )—RND (10)-1 
220 IF •(4)—•(5)GOTO 210 
230 •( 8 )—•( 5 ) 

240 •(6 )-RND (10)-1 

250 IF ( •( 6 )—•( 4 ))+(•( 6 )—•( 5 ) )GOTO 240 
260 CLEAR ;G-0;Q-Q+l;FC-7;BC-243 
270 CY—40;PRINT " GAME",43,0 

280 IF U CX-0;CY-40;PRINT "AOERAGE",#3,U,'.", 
300 NT—0;CX--77;PRINT " 


610 IF P-0PFHNT " BAGELS";GOTO Z 
620 IF P—1PRINT " PICO";GOTO 2 
630 IF P< —3PRINT * PICO-PICO";GOTO 2 
640 IF P-4PRINT " FERMI";GOTO 2 
650 IF P<7PRINT " FERMI-PICO*;GOTO 2 
660 PRINT " FERMI-FERMI" 

670 PRINT "GAME GUESS? ",;A-KP 
680 IF A—13G0T0 700 

890 PRINT "NO",■NT-30;MU-20;MU-18;MU-18;GOTO 2 
700 CX-CX-12SPRINT ‘ "(PRINT ;IF P412G0T0 740 
710 PRINT "YOU GOT IT";W-W+l;BC-155 
720 NT-8;A-4B;MU-99;MU-53;MU-A;MU-49;MU-A; MU-A;MU-A 
730 MU-50;MU-49;MU-50;MU-51;MU-A;MU-51;MU-A;MU-51;MU-A; 
GOTO 790 

740 PRINT "SORRY, WRONG NUMBER";D-D+l;BC-66;GOTO 760 

750 PRINT ;PRINT (PRINT "GAOE UP"(BC-123 

760 PRINT "CORRECT NUMBER WAS ",#1,•(4),•(5),@(E) 


♦ 1, F 


310 NT-1(CX—77;PRINT *2,G+1,">", 

320 FOR A-1T0 3 

330 X-KP;IF X-31G0T0 2 

340 TU-X 

350 IF (X<48)-(X>57 )GOTO 900 

360 •(A )-X-48;NEXT A 

370 IF •( 1)+•(2)+•(3)-0GOTO 750 

380 IF (•(1)-•(2))+(•(!)-•(3))+(•(2)-•(3))GOTO 910 

500 G-G+l;P-0 

510 FOR A-1T0 3 

520 IF •(A)—•(A+3)P—P+4 

530 IF #( A)—•(A+4)P—P+1 

540 IF •(A)—#(A+5)P—P+1 

550 NEXT A 


770 NT-10;MU-51;MU-45;MU-51;MU-51;MU-45;MU-51;MU-51 
780 MU-99;MU-55;MU-50; MU-49;MU-99;MU-54:MU-48;MU-48 
790 NT-0 

800 C-C+G;IF W-0GOTO 860 

810 U-Cr-W; F«( RM, 10 )-rW 

820 PRINT "STAT. AFTER GAME *",*2,0 

830 PRINT " « GAMES WON ....",*2,W 

840 PRINT " * GAMES LOST ...",*2’d 

850 PRINT " AUE « GUESSES. ..", *2,’ U, ". " #1 F 

860 GOTO 180 

900 PRINT " INPUT ERROR",(GOTO 920 
910 PRINT " DUPLICATE DIGITS", 

920 NT-5;FOR A-1T0 10;MU-87;MU-84;NEXT A 

Copyright 1980, Robert Fabris 
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PROGRAM NAME: CONNECT FOUR 


Larry Camnitz 

AUTHOR 2106 Hastings St. 

Or Iando, FL 32808 


ISSUE: ycihme 2 P 4 ® 6 35 



DESCRIPTION- 


10 BC-126 
20 FC=0 
30 NT-0 

900 P-1;L-1;M=0;N- 
950 CLEHR ;GOSUB 3 
960 CLEAR 


.004 CX-4S;CY-20;PRINT 'BLACK' 

.005 CX-58;CY—20;PRINT #0,M 
L006 CX=45;CY—10;PRINT 'WHITE' 

L007 CX=58;CY=10;PRINT *0,N 
1008 CX—64;CY-10;PRINT #0,L 
1010 BOX -4,-3,87,56,1 
.020 FOR B—40TO 32STEP 12 
1030 FOR C-20TO -25STEP -9 
1040 BOX B,C,11,8,2 
L050 NEXT C 
L060 NEXT B 
L070 X--40 

L0B0 D=-34;E=-34;F=-34;G—34;H=-34;I—34; J—34 


LI00 CY—40; IF P-1PRINT - 
LI10 CY-40;IF P-2PRINT ' 
L200 IF TRC13-1GOTO 2000 
1210 IF JXC13-1GOTO 1500 
1220 IF JXC13—1GOTO 1510 
1230 IF JYC 2)—1GOTO 3500 
1240 GOTO 1200 
1400 IF TR(23-1GOTO 2000 
1405 IF &(22 )—16G0T0 900 
1410 IF JXC23-1GOTO 1500 
1420 IF JXC2)—1G0T0 1510 
1430 IF JY(1 )-lGOTO 3600 
1440 GOTO 1400 
1500 X-X+12;GOTO 1600 
1510 X—X-12;GOTO 1600 
1600 IF X<-40X=-40 
1610 IF X>32X-32 
1620 BO X -4, 30,100,6,2 
1700 BOX X,30,9,6,1 

1705 IF P-2B0X X,30,5,4,2 

1706 NT-1 

1710 MU="Y';MU='Z' 

1711 NT-0 

1720 IF P-1GOTO 1200 
1730 IF P-2G0T0 1400 


3 IF X--40D-D+9;GOT0 2200 
3 IF X—28E=E+9;G0T0 2300 
3 IF X--16F-F+9; GOTO 2400 
3 IF X--4G-G+9;G0T0 2500 
3 IF X-8H-H+9;GOTO 2600 
3 IF X—20I-I+9;GOTO 2700 
3 IF X-32J-J+9;GOTO 2800 
3 BOX X,D,9,6,1 
3 IF P-2B0X X,D,5,4,2;P=1;( 
3 P-2;GOTO 1100 
3 BOX X,E,9,6,1 
3 IF P-2B0X X,E,5,4,2;P-1;( 
3 P-2;GOTO 1100 
3 BOX X,F,9,6,1 
3 IF P-2B0X X,F,5,4,2;P-1; ( 
3 P-2;GOTO 1100 
3 BOX X,G,9,6,1 
3 IF P-2B0X X,G,5,4,2;P=1;< 
3 P-2;GOTO 1100 
3 BOX X,H,9,6,1 
3 IF P-2B0X X,H,5,4,2;P=1;( 
3 P-2;GOTO 1100 
3 BOX X,1,9,6,1 
3 IF P-2BOX X,I,5,4,2;P-1;( 
3 P-2;GOTO 1100 
3 BOX X,J,9,6,1 
3 IF P-2B0X X,J,5,4,2;P-1;C 


3 IF P-2B0X X,J,5,4,2;P-l;G0T0 1100 
3 P-2;GOTO 1100 

3 CY-20; PRINT '■*—6-— CONNECT FOUR 
3 PRINT ;INPUT ' NUMBER OF GAMES?“K 
3 RETURN 

3 CX--56;CY—38SPRINT 'WHITE CONNECTS FOUR 
3 M-M+l;CX-5B;CY--20;PRINT *0,M 
3 L-L+l 

3 IF L-l-KGOTO 4500 
3 IF TRC 2)—1GOTO 1000 
3 GOTO 3530 

3 CX=-56;CY—38;PRINT 'BLACK CONNECTS FOUR 
3 N—N+l;CX—58;CY—10;PRINT *0,N 
3 L-L+l 

3 IF L-l-KGOTO 4500 
3 IF TRC1)—1GOTO 1000 
3 GOTO 3630 

I CY-40; PRINT '••- ir -*GAME OUER 

3 IF &(22)—16G0T0 900 

3 GOTO 4510 Copyright 1980, Robert I 
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PROGRAM NAME BING0 
AUTHOR 248 s - Forest st. 

Bellingham, NA 9822B 


ISSUE Volume 2 page 34 


LISTING 


B 

I 

M 

G 

O 


e. 

I 

N 

G 

O 

S 

23 

34 

54 

iZ 


s 

27 

45 

to 

4? 

10 

27 

42 

SO 

7S 


11 

14 

34 

54 

67 

<0 

2fi ! 

H_ 

SI 

45 


_l£ 

2o 

c_ 

Sfl 

43 

is 

it 

40 

S3 

il 


12 

io 

44_ 

57 

4 S 

M 

23 


Lo 

1L 



jL 

4o 

53 

a 


#1S UMDER O 


DESCRIPTION 


The computer plays against you, with 
one Bingo card each. The computer 
randomly drams numbers and displays 
them on the screen. Turn the knob 
to indicate whether you have the 
number (yes * Tk no 3 and pull the 
trigger to register. The computer 
then checks its card. 


30 CLEAR ;NT-1;FC-179;&(233-255 
40 &( 9 3-84; &( 0 3-7;&( 13-7; &( 2 3-88;&( 3 3-88 
50 BOX -40,9,68,G5,1;BOX -40,4,64,49,2 
60 BOX 34,9,68,55,1;B0X 34,4,64,49,2 
70 CX—64; CY-36; PRINT ’BING O’,;CX-10;PRINT ’BIN 
80 FOR L--60TO -21STEP 13;BOX L,10,1,64,1;BOX L+74 10 
90 FOR L--11TO 19STEP 10;BOX -40,L,68,1,1;BOX 34,l!b8 
100 C-0;D-0;X—69;Y-34 
110 FOR L-1T0 125;@(L3-0;NEXT L 
120 FOR L-75T0 95STEP 5 
130 FOR M-ITO 5 
140 N-RND (153+C 

150 IF (@(L+l 3-N 3+( @( L+2 3=N 3+( @( L+3 3-N 3+( @( L+4 3-N 3 
160 @(L+M3-N 

170 CX—X;CY—Y+(-M* 10 3;PRINT *2,N, 

180 N-RND (153+C 

190 IF ( @( L+26 3—N 3+( @( L+27 3—N 3+( @( L+28 3—N 3+( @( L+29 
195 @(L+25+M 3—N 

200 CX-X+74;CY-Y+(-M*103;PRINT *2,N, 

210 NEXT M 
220 C—C+15;X—X+13 
230 NEXT L 

232 FOR L-1T0 3;CY-4;CX—40;PRINT ’H’,;CX-34;PRINT 

233 BOX -40,4,12,9, L: BOX J44,12.9 , L;NEXT L 

234 @(883—1;@( 1133— 1 
240 FOR L-1TO 75 
250 N-RND (753;IF @(N3<0GOTO 250 
260 •( N 3--1 
262 CX— 72;CY—32 

264 IF N<16PRINT *# *,*2,N,’ UNDER B', 

266 IF N>15IF N<31PRINT ’* ’,42,N,’ UNDER I* 

268 IF N>30IF N<46PRINT ’* '- 

270 IF N>45IF N<61PRINT ’* 

272 IF N>60PRINT ’* ’,*2,N 
278 BOX 34,-32,70,10,2 
280 IF KN(13<0PRINT ’ NO? 

290 IF KN(13 >—0PRINT ’ YES?’, 

300 IF TR(13-0GOTO 262 
310 IF KN(13<0GOTO 340 
320 A—0;U-0;GOSUB 400 
330 GOSUB 600 
340 A-25;U-74;GOSUB 400 
350 GOSUB 600 
360 NEXT L 

400 FOR S-76+AT0 100+A;IF @(S3-NGOTO E 
410 NEXT S 


G O’, 

1,64,1;NEXT L 
1,1;NEXT L 


L+53-N3GOTO 140 


’ @(L+30 3—N 3GOTO J 


UNDER N’, 
’■*2,N,’ UNDER G’, 
1 UNDER O’, 
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PROGRAM NAME HORSERACE 


AUTHOR 


Paul Slezak 
1X04 S. Neltnor 
West Chicago, IL 60185 


ISSUE ♦olume 3 page 26 



utaiKiri i u in 

Eight horses ore available to bet 
upon, using the keypad to enter your 
horse CB) and the value of your bet 
■ The computer then randomly 
moves the horses across the screen 
and calculates the winnings. 


LISTING 

5 NT-( 


CLEAR > FC«=155;BC*160; N-0; FOR Z-1T0 4; •( Z+20 )~500; NEXT Z:&(9)«1R0 
GOTO ^“ S:PRINT ‘ WELC OME TO ARLINGDUNG PARK";INPUT "* OF PLAYERS? C1-4)"A;IF A>- 
15 GOSUB 290 

20 CLEAR ! CX--20;PRINT -RACE *',;PRINT *1,N;T«0;S-0;GOSUB B00 

30 FOR Z-1TO 8;PRINT *2,Z,i®CZ+B)=RND 
45;PRINT ":1",;CX--50;GOTO 30+Z 

31 PRINT "ALBADEXTER*;NEXT Z 

32 PRINT "JO L IN" ;NEXT Z 

33 PRINT "C BICUSPID"iNEXT Z 

34 PRINT "SEATLE SLEWED";NEXT Z 

35 PRINT "WOMAN O'WAR";NEXT Z 

36 PRINT "DUSTY PAUL";NEXT Z 

37 PRINT "DIABLO";NEXT Z 

38 PRINT "SECRETARYLESS";NEXT Z 

40 FOR Z-1TO A;IF #CZ+20)=0@CZ+16>=0;NEXT Z;GOTO 100 
50 CY“-32;PRINT "PLAYER #",;PRINT #1,Z,;CX--20;INPUT B;CY- 
50 IF B >0IF B<10GOTO 80 
70 GOTO 50 

rn 8 L 2+20 )CY *' 32; PRINT "SORRY, I'M NO LOAN SHARK";GOSUB 610; CY- 

TO 23;PRINT " ",;NEXT D;CX—78;GOTO 50 

90 •(Z+16>-B:#(Z+20)-•(Z+20 )-C;•(Z+24)«C;NEXT Z 
100 FC“160;NT-5;PRINT "146 641 641 641000000■;CLEAR ;NT-0;FC-15S;CY-3S 

110 FOR Z-1TO 10; CX-70; GOTO 110+Z 

111 PRINT "X";NEXT Z 

112 PRINT "X";NEXT Z 

113 PRINT "F";NEXT Z 

114 PRINT "I";NEXT Z 

115 PRINT "N";NEXT Z 

116 PRINT "I";NEXT Z 

117 PRINT "S";NEXT Z 

118 PRINT "H";NEXT Z 

119 PRINT "X";NEXT Z 

120 PRINT *X";NEXT Z 

130 CY~25;FOR Z-1TO 8;PRINT *2,Z,;CX--60;PRINT ■ 

140 CY-25;F0R Z-1TO 8;CX--60;PRINT "..";NEXT Z 

r iT0 35JMU -‘ V ' SNEXT 2;NT-0;4C20)-0;&(21 )-0;CY“ 
155 CY-0; PRINT "..AND THEY'RE OFF!!";GOSUB 610; CY-0; PRINT ",_* SPM * S _►" 


C5 5+RND t 3)+l;CX“38;PRINT *1,•(Z+8),;C 


"-32;CX-10;INPUT C 


32;FOR D-l 


'.'NEXT Z; GOSUB 610 


160 GOSUB 610 

170 CY~25;FOR Z-1TO 8;•(Z)-•(Z)+((RND 
INT *1,Z;IF *(Z)>65S-1 
175 NEXT Z;GOSUB 610 
180 IF S-1GOTO 200 
190 CY-25;GOSUB 620;GOTO 160 


(4 J+8+RND ( 5) )-(RND (•(Z+8))));CX-»(Z);PR 
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HORSERACE (continued) 


200 G=0;FOR Z=1T0 8;IF G>@CZ)NEXT Z;GOTO 220 
210 X=Z;G=@C Z);M=@(Z+8);NEXT Z 
220 B=0;FOR Z=1T0 8;IF @(Z)>65B=B+1 
230 NEXT Z;IF B>1G0SUB 500 

240 CLEAR ;CY=0;PRINT "THE WINNER IS #",;PRINT #2,X;G0SUB 810 
250 FOR Z=1T0 A;IF @CZ+16)=X@(Z+20)=@(Z+24)bM+@CZ+20) 

2G0 NEXT Z 

230 CLEAR ;CX=-30;PRINT 'YOU HAUE" 

300 FOR Z=1T0 A;PRINT "PLAYER PRINT #1,Z,;PRINT #2,' S”,;PRINT #2,@(Z+20); 

N EXT Z 

310 FOR Z=1T0 3000;NEXT Z 
320 IF N>8G0T0 400 
330 N=N+1;IF N>0GOTO 20 
340 RETURN 

400 CLEAR ;FC=79;BC=82;CY=lG;CX=-35;PRINT “RACES OUER!!*;PRINT ;PRINT 
410 PRINT "IF YOU WANT 3 MORE RACES PRESS 1";A=KP;IF A#49ST0P 
420 GOTO 5 

500 FOR Z=1T0 G;CLEAR ;FC=212;BC=203;CY=0;CX=-35;PRINT "PHOTO FINISH";NEXT Z; 

BC =160;FC=155 
510 RETURN 

G00 FOR Z=1T0 8;@(Z)=-78;NEXT Z;RETURN 
G10 FOR F=1T0 300;NEXT F;RETURN 

G20 FOR D=1T0 8;CX=@(D);PRINT " ";NEXT D;RETURN 


SEVEN 
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PROGRAM NAME: FIFTEEN 


AUTHOR 


Bob Miseman 
6594 Suartout Rd. 
Algonoc, MI 48001 


ISSUE: ’oluxe 2 page 64 



LISTING- 


10 FC-11;U«400;CLEAR 
12 NT=1 

15 BOX -2,0,75,75,1 

16 BOX -2,0,73,73,3 
20 E=0;A=25 

30 FOR Y-1TO 24 

31 »CY)-Y+64 
35 GOSUB 400;NEXT Y 
40 @C25 )-32;GOSUB 400 
50 IF TR(1)“1U=1 
60 IF E-0B-RND (4);GOTO 100 
70 I=JXC1);J=JY(1 ) 

80 IF I-0IF J-0GOTO 70 

90 IF IIF JGOTO 70 

91 B-0 

92 IF J B-J+2 
94 IF I B-3-I 

100 X-A-A*S»5 
110 IF B-2IF X-1GOTO 300 
120 IF B=4IF X-0GOTO 300 
130 IF B=3IF A >20GOTO 300 
140 IF B-1IF A<6G0T0 300 
150 IF B-1D-A-5 
160 IF B-2D-A-1 
170 IF B-3D-A+5 
180 IF B-4D-A+1 
190 X-*CD);*(D)-32;*CA)«X 

192 IF E-1GOTO 200 

193 U«U-1;A=D 

194 IF U<200FOR Y-1TO 25;GOSUB 400;NEXT Y;E-1; 
196 GOTO 50 
200 Y-D;GOSUB 400 
210 Y-A;GOSUB 400 

220 A-D 

221 IF U-0GOTO 50 


222 U-0 
225 Y-0 

230 FOR X-1TO 25 
235 IF X-RGOTO 250 
240 IF •(X )< YGOTO 50 
245 Y-*(X) 

250 NEXT X 
260 FOR X=1T0 25 
270 MU=X;NEXT X 
280 GOTO 10 
300 IF E-0GOTO 50 
302 FOR X-1TO 5 
304 MU“X;NEXT X 
310 GOTO 50 
400 MU-#(Y) 

405 2-Y-l 

410 CX — -30+( Z-Z-r5*5 )xl3 
420 CY«30-Z+5xl4 
430 TV-SCY) 

440 RETURN 
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PROGRAM NAME _ 

Guy McLimore 

AUTHOR RBC Hobbycraft j 

2155 E. Morgan Rue. 

Ewansuille, IN 47711 



ISSUE Pol 2 Page 3 


inis is a graphics program that 
projects a random star field on the 
screen, then prints a word. ft tail 
erupts from the end of the word, 
which in turn becomes surrounded by 
a rocket. We use this as the 
logotype for the Newsletter. 


CLEAR 
i &(9)=37 
BC=250;FC=7 
FOR A=1T0 150 

H=RND (1B0 )-80;U=RND (88)-44 
BOX H,U,1,1,RND (2 ) 

NEXT FI 

&(9 )=85;&(1)=250 
&(2 )=108;&(11 )=250 
CX=-44;CY=0 
PRINT "RRCflDIflN 
LINE 0,0,4 
FOR Q=0TO 35STEP 2 
LINE 75,Q,3;LINE 0,0,4 
LINE 75,-Q,3;LINE 0,0,4 
NEXT Q 

L=7;FOR Z=48T0 51 
BOX -Z,0,1,L,1 
L=L-2 
NEXT Z 

BOX -22,0,50,9,3 

FOR Q=0TO 35 

LINE 75,Q,3;LINE 0,0,4 

LINE 75,-Q,3;LINE 0,0,4 

NEXT Q 

GOTO 220 






-<RRGRDim 



PROGRAM NAME 


MICROTREK 


ISSUE Volume 1, page 89; V2pU 


BiI I Andrus 

AUTHOR 7034 Thomas Dr. 

North Highlands, CA 


i 3 4 S & 7 e 


DESCRIPTION 


COMMAND : 


LISTING 


30 CLEAR ;NT=0 

40 D=RND (40);IF D<30GOTO 40 
50 W=RND (35);IF W<10GOTO 50 
60 D=(D*W)f20;L=10000 
70 PRINT ■ SMICROTREK* 

100 A=0;K=0;S=10;T=10 
110 FOR I=1T0 64;@( I )=0 
120 X=RND (12);IF X>2 *(I) = 1 
130 IF X=3 IF K<W @(I )-2;K-K+l 
140 NEXT I 

150 X-RND (64);IF @(X)>1 GOTO 150 
160 @(X )=3;G05UB 850;B=RND (17);IF B>5 GOTO 
170 X-RND (64);IF *(X)>lGOTO 170 
180 *(X )=4;S=(X-l H-B; T=X-S*8 
200 CLEAR ;C=E-S;IF C<0C=-C 
210 G=F-T; IF G<0 G—G 
220 0=0;IF C<2 IF G<2 Q=1 
230 B=D-1;IF D=0 GOTO 370 
240 IF (K=0)+(Q=1) GOTO 270 
250 GOSUE 860;PRINT *4,H,"UNIT HIT FROM' 

260 PRINT 'KLINGONS!" 

270 IF Q=1 L-10000 
280 INPUT ■COMMAND: "A 
290 IF A=1 GOTO 350 
300 IF A=2 GOTO 400 
310 IF A=3 GOTO 450 
320 IF A=4 GOTO 550 
330 IF A-S GOTO 650 
340 GOTO 280 

350 GOSUB 920;X=( Y-l)x8+Z;IF #(X)*1 PRINT 'SECTOR OCCUPIED";GOTO 
360 U=1;GOSUB 870;•(X )=3;•(E*8+F)=1;GOSUB BS0;GOTO 200 
400 G=RND (250 )+300;U=l;GOSUB 900;GOTO 100 

450 GOSUB 920;u=2;GOSUB 870;X=(Y-l )«B+Z;U=*(X>;IF U<2 GOTO 230 

460 IF U=3 PRINT ’YOU DESTROYED YOURSELF!!';GOTO 990 

470 IF U=4 PRINT "STARBASE DESTROYED!!';S=10;T=10;GOTO 200 

480 IF R>500 IF (RND (R+500)+6)>10 PRINT 'YOU MISSEDM■;GOTO 230 

490 #(X)=1;K=K-1;W=W-1;IF W>0 GOTO 230 

S00 PRINT 'MISSION ACCOMPLISHED!!';GOTO 990 

550 CLEAR ;GOSUB 630 

560 FOR I-1T0 8;PRINT *1,I,;F0R J-1T0 8 
570 X=*((1-1)*B+J);IF X=0 PRINT ' * ', 

580 IF X=1 PRINT ' . 

590 IF X=2 PRINT ' K ', 

600 IF X=3 PRINT ' E ', 

610 IF X=4 PRINT ' B ', 


H small version of Star Trek. The 
Space is an 8 x 8 quadrant of E4 
Sectors. You can move to any legal, 
unoccupied sector. If you are 
adjacent to a Star Base, you are 
docked and restoring energy. The 
Commands are: 

1: Move to Sector (row,column) If 

either command is zero, the command 
is canceI Ied 

2: Move to a neui Quadrant, 

extending your search for Klingons 
and Star Bases. 

3: fire on Sector (row,column) - 

watch your energy 

4: Sensor report - * are Stars 

K is Kl ingons g- 

Enterprise B is Star Base 
5: Status report - giues disp , Qy 

620 NEXT J;PRINT *1,1;NEXT I;GOSUB 630;GOTO 280 
630 PRINT ' 1234567 8 ';RETURN 

■650 CLEAR ;PRINT ' STATUS REPORT' 

660 PRINT 'SECTOR:',*17,E+1,',',#1,F 
670 PRINT 'STARDATE:",*17,D 

680 PRINT 'ENERGY:',*19,L;PRINT 'KLINGONS:",#17 kl 

690 PRINT 'CONDITION: ',;GOSUB 700;GOTo’280 

700 IF Q=1PRINT 'DOCKED';FC=0;RETURN 

710 IF K>0PRINT ' RED';FC=90;RETURN 

720 IF L-2000PRINT ' GREEN';FC=172;RETURN 

730 PRINT 'YELLOW;FC=133;RETURN 

850 E=(X-l )f 8 ;F=X-E» 8 ;RETURN 

860 H=(RND (50 )+200 )»K;G=H;U=1;GOTO 300 

870 R-((CY-E)x(Y-E))+((Z-F) k(Z-F)))x 100 

880 G=Rf 10 ;IF G=0 RETURN 

890 J=G; G=( Rf-G+G )-S-2; IF G<J GOTO 890 

900 L=L-U«G;IF L>0 RETURN 

910 PRINT 'OUT OF ENERGY!!';GOTO 990 

920 INPUT 'SECTOR ROW: 'Y;IF Y=0 GOTO 280 

930 IF (Y<1 )+(Y> 8 ) GOTO 920 

940 INPUT 'SECTOR COLUMN: 'Z;IF Z=0 GOTO 280 
950 IF (Z<1)+(Z> 8 ) GOTO 940 
960 RETURN 

970 PRINT 'OUT OF TIME!!';GOTO 990 
990 PRINT 'GAME OUER.' 


TEN 











PROGRAM NAME N I C H 0 M A C H U S 
authSr H ° nk Ch “ J PP‘ , 

275 St. Mary's * 

Buffalo Grove, IL 60090 



Volume 2 page 72 


The computer attempts to guess a 
number you have chosen by asking 
three questions. The player has to 
do some arithmetic to supply the 
answers. 


10 CLEAR 

20 PRINT ’HELLO! I AM THE BALLY COMPUTER. 

30 INPUT ’ HOW MANY LETTERS IN YOUR NAME?“L 
40 IF L<5PRINT ‘MY, YOU HAUE A VERY SHORT NAME!“ 
50 IF LMSPRINT “WOW! YOU HAUE A UERY LONG NAME! 
60 PRINT ” BY THE WAY, WHAT IS YOUR NAME? 

70 FOR A=1T0 L;B=KP;@(A)=B 
80 NEXT A 

90 PRINT “HELLO!*;GOSUB 1000 
100 GOSUB 2000 

110 PRINT “ --OOPS! SORRY";PRINT “ABOUT THAT. 

120 GOSUB 2000 

130 PRINT “HELLO!“;GOSUB 3000 

140 GOSUB 2000 

150 PRINT “ --THAT'S BETTER. 

160 INPUT “WOULD YOU LIKE TO PLAY A GAME? (1=YES 
170 IF G=lGOTO 200 

180 PRINT “IT WAS NICE MEETING YOU";GOSUB 1000 
190 STOP 

200 PRINT "OK “;GOSUB 3000 

210 PRINT “ --PICK A NUMBER";PRINT “BETWEEN 7 AND 
WHAT IT IS. 

220 GOSUB 2000 

230 INPUT “YOUR * -r3 HAS A REMAINDER OF?“Q 

240 INPUT “YOUR # -f5 HAS A REMAINDER OF?“R 

250 INPUT “YOUR # -f7 HAS A REMAINDER OF?“S 

255 D=0 

260 D=( 70 *Q)+(21*R)+( 15xS ) 

270 IF D< = 105GOTO 300 
280 D=D-105 
290 GOTO 270 

300 PRINT “YOUR # IS “,D;PRINT “RIGHT? 

310 INPUT -(1-YES 2=N0)“X 
320 IF X=lGOTO 340 

330 PRINT “I THINK YOUR ARITHMETIC IS IN ERROR! 
340 PRINT “WANT TO TRY AGAIN?";GOSUB 3000 
350 INPUT “ ( 1=YES 2=N0)“Y 
360 IF Y=lGOTO 200 

370 GOTO 180_ 


100”;PRINT “DON'T TELL ME 


1000 FOR C=LTO 1STEP -1 
1010 TU=@(C ) 

1020 NEXT C 

1030 RETURN 

2000 FOR T=1T0 2000 

2010 NEXT T 

2020 RETURN 

3000 FOR C=1T0 L;TU=@(C ) 
3010 NEXT C 
3020 RETURN 
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ELEVEN 






Brett Bilbrey & Mike Toth 

AUTHOR 14430 Barclay DESCRIPTION: Volume 1 page 38,46 

Dearborn, MI 48126 


6 I 513 ZS 
74 

REV/ERSG DIBITS I TH(?u □ 

V_ ) 

LISTING: 


Nine numbers are randomly placed in 
Iine. The object is to arrange them 
in numerical order (smallest to the 
left). The knob of hand control Ier 
(1) is used to indicate how many 
numbers wilI be moued, and the 
trigger used to make the move. 


3 NT=9 

10 N=9;CLEAR 
20 @C1)=RND (9) 

30 FOR K=2T0 N 
40 @(K)=RND (9) 

50 FOR J=1T0 K-l 
80 IF @( K )=@C J )GOTO 40 
70 NEXT J;NEXT K 
80 CY=25 

90 PRINT "THE LIST IS" 

100 T=0 

110 GOSUB 280 

120 CY=-20;CX=0;Q=0;NT=0 

130 0=KN( 1 )-f32+6; IF TR( 1 ) = 1G0T0 160 

135 CY=-33 

140 IF 0#Q CX=-77;PRINT "REUERSE DIGITS 1 THRU ",#1,0;Q=0 

150 GOTO 130 

180 T-T+l 

170 FOR K=1T0 Q-r2 

180 Z=@CK) 

190 @(K)=@(Q-K+l ) 

200 @(Q-K+l )=Z 
210 NEXT K 
220 GOSUB 280 

230 FOR K=1T0 9;IF @CK)#KGOTO 120 
240 NEXT K 
250 CX=-70 
255 CLERR 

280 CY=0; PRINT * YOU WON IN TU=T-rl0+48; TU=T-T-fl0*10+48; PRINT ” MOUES" 

265 PRINT " PULL TR( 1 ) TO >•-14 if.-* PLRY RGRIN" 

270 IF TR(1)#1G0T0 270 
275 GOTO 10 
280 CX=-5;CY=0 

290 FOR B=1T0 N;TU=48+@(B );TU=32;NEXT B 
300 RETURN 


TWELVE 




PROGRAM NAME; SPIRALS I I 


Matt Giuer 

3922 Mil I creek Dr. DESCRIPTION: 

Rnnandale, UR 22003 


Volume 2 page 95 



is an artistic exercise that 
patterns on the screen, using 
amond motif as generated by a 
following a spiral path around 
enter. 


I CLERR 
I R=3 

B=RND C 2) 
I C=RND (2) 
l X=B;Y=0 


IF X >75G0T0 100 
IF YM5G0T0 100 
GOSUB 1050 
NEXT D 
GOTO 10 
.M 

LINE X,0,R 
LINE 0,-Y,R 


LINE 0,Y,R 
RETURN 
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THIRTEEN 





ARCADIAN SAMPLER PROGRAMS, as included herein, are also available on a 
single tape. It can be purchased in either the ARCADE Plus format (where 
the cassette interface is on the Basic cartridge), or in the Bally Basic 
format (where there is a separate cassette interface). Either cartridge is 
#7.50 


OTHER DOCUMENTATION available includes the disassembled listings of the 
Basic languages. Advanced hackers will find these of value in developing 
more complex programs. The BaIly Basic Iisting is #6.50, while the new 
Arcade Plus listing is S7.50. 

TAPED PROGRAMS are also available of other programs that have appeared in 
the ARCADIAN. We have tapes of the "BEST OF ARCADIAN” for 1979, 1980, and 
1981. Inquire as to contents and prices. 


ARCADIAN 

3626 Morrie Drive 

San Jose, CA 95127-9990 

Ao 8-272-106 o 
T he SOURCE TCD959 


FOURTEEN 




1 

/ 


AS PUBLISHED 
IN VOLUME TWO 
OF THE 
ARCADIAN NEWSLETTER 
10 PROGRAMS: 


. 


Artillery Duel 
BOTS 

Bowl-a-Rama 
Checkers 
. Connect Four ll 
Hamurabi 
O-Jello 
Subsearch 
2000 AD 
Yahtzee 


For Use With 

Astrovision 

Basic 

INSTRUCTIONS 
INCLUDED 
® 1980 
R. FABRIS 


ARCADIAN 

3626 Morrie Dr. 
san Jose, ca 
95127-9990 


$20 




OF WHFIT CAN BE FOUND IN THE PAGES OF 


THE “ARCADIAN" NEWSLETTER - - - PLUS 


TUTORIALS, REUIEWS, HARDWARE, 


ADS, AND MORE!!! 

_ t pt 

A 1982 SUBSCRIPTION C Now. 81- 
Oct. 82) is S12.S0 ppd. Send check 
or money order (US Funds) to: 

3828 Morrie Drive, San Jose, CA, 

95127-9990 


TAPE LOADING PROCEDURE —- | ' 

1. This tape will only load with an AstroUision BalltjBasic Uideocade 

#8004. 

2. High tape recorder volume levels will usually produce a good 
transfer of data. Adjust tone control to 'treble' . 

3.Load the first program, LOGO, using the :INPUT command. When the 
cursor, ( , reappears, either: STOP the recorder and RUN the program; or 

re-enter :INPUT and the next program will automaticaI Iy enter the computer, 
showing title and author. Again, when the cursor reappears, make the same 



After the ground is generated and the two guns located, one will light 
up indicating 'ready to fire'. Adjust the barreI angle with the Knob, and 
the number of bags of gunpowder with the Joystick (move in all four 
directions). Watch out for gravity and the wind effect. When ready, pul I 
Trigger. A gun is destroyed when less than half of it remains. The gun 
crew can replace a damaged barrel. Every game is different. 



BOTS 1 player Ron McCoy page 91 

A 10x20 g£id i s set up, and a number of wa I I s' are set up randomly, and 
then a number of 'BOTS' (*) are randomly located. Your position (+) is 
then taken. Your first choice is whether to 'shoot' an adjacent BOT, and 
the second choice is which way to move. Either of these decisions requires 
the use of the Knob to turn the little pointer in the desired direction, or 
turn until it disappears if you wish to stand still. Pull the trigger to 
effect the decision. Then all the BOTS will move towards you, one box at a 
time. - If a BOT hits a waI I , or another BOT, it wil I be destroyed. 








BOWL~a-RAMA 2 players Bob Hensel 


page 52 


The ball is invisible until you pull the Trigger-.' Then you will see 
its path down the alley. You can control the path with the Joystick 
Cleft/right). The computer keeps score and tells you which player is UP. 


CHECKERS 1 player John Col l ins page 12 

All the moves of the board game, including double jumps. Use the 
Keypad to indicate the row and column that you wish to move FROM, and then 
the row and column you wish to move TO. Press GO after each figure. When 
the computer is up, it will go through five calculations in deciding where 
to move, and you will see the figures 1-5 as it does so. Every so often it 
will redraw the playing board. 


CONNECT FOUR II 1 or 2 players Bob Wiseman page 9-4 

A grid is placed on the screen. Use your Joystick to move the marker 
over the column that you wish to enter. Press the Trigger and the piece 
wiI I go down the column as far as it can. Getting four of your pieces in a 
row before the computer does so will win the game. Move the Joystick back 
and forth to register the Win. 

» • 

HAMURABI 1 player Dick Houser page 32 

Push any key after the Castle appears. You are the King, and you must 
make decisions on running the kingdom economically. You start with 100 

people, 1000 acres of land, and 3000 bushels of food. Buy and selI land, 

using food as barter material, saving some to feed the populace. Gain 
performance points based on how we I I you govern. If you last ten years, 

you have done welI. Of course, we have thrown in a few random disasters to 

keep it from being too easy... 


0-JELLO 1 or 2 players Clyde Perkins page 41 

The object is to capture and retain as many spaces as possible using 
the rules of Othello. You can capture a space if it is occupied by our 
opponent, and you can sandwich him between one of your existing spaces and 
the new one. Pull the Trigger to register the move. You will see the 
computer checking al I possible moves when it is Up, in the 1 player mode. 

SUBSEARCH 1 player Ron Picardi page 83 

When asked ' Enter Search 1 to 10' , enter the horizontal value (X) 
(GO), and then the vertical value (Y) (GO) of your search probe. Once a 
probe has made contact, you will have missiles to fire to three depths. 
Meanwhile, the sub is looking for you... 

2000AD 2 players Ed Larkin page 42 

A shoot-em-up duel between an invader craft and a ground station. Use 
the Joystick to move about, the Knob to point your laser, and the Trigger 
to fire. 


YAHTZEE 1 to 4 players Bob Wiseman page 74 

Use the Joystick (JY) to position the arrow on the die you mant 
re-rolled. t Push JX to erase the die. Pull the Trigger to re-roli. After 
three rolls, you will be shown the scores. Use JY to position the arrow to, 
the one you want and pul I the Trigger. Scores almost I ike the real game. . 



1 
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AS PUBLISHED 
IN VOLUME TWO 
OF THE 
ARCADIAN NEWSLETTER 
10 PROGRAMS: 


. 


Artillery Duel 
BOTS 

Bowl-a-Rama 
Checkers 
. Connect Four ll 
Hamurabi 
O-Jello 
Subsearch 
2000 AD 
Yahtzee 


For Use With 

Astrovision 

Basic 

INSTRUCTIONS 
INCLUDED 
® 1980 
R. FABRIS 


ARCADIAN 

3626 Morrie Dr. 
san Jose, ca 
95127-9990 


$20 




OF WHFIT CAN BE FOUND IN THE PAGES OF 


THE “ARCADIAN" NEWSLETTER - - - PLUS 


TUTORIALS, REUIEWS, HARDWARE, 


ADS, AND MORE!!! 

_ t pt 

A 1982 SUBSCRIPTION C Now. 81- 
Oct. 82) is S12.S0 ppd. Send check 
or money order (US Funds) to: 

3828 Morrie Drive, San Jose, CA, 

95127-9990 


TAPE LOADING PROCEDURE —- | ' 

1. This tape will only load with an AstroUision BalltjBasic Uideocade 

#8004. 

2. High tape recorder volume levels will usually produce a good 
transfer of data. Adjust tone control to 'treble' . 

3.Load the first program, LOGO, using the :INPUT command. When the 
cursor, ( , reappears, either: STOP the recorder and RUN the program; or 

re-enter :INPUT and the next program will automaticaI Iy enter the computer, 
showing title and author. Again, when the cursor reappears, make the same 



After the ground is generated and the two guns located, one will light 
up indicating 'ready to fire'. Adjust the barreI angle with the Knob, and 
the number of bags of gunpowder with the Joystick (move in all four 
directions). Watch out for gravity and the wind effect. When ready, pul I 
Trigger. A gun is destroyed when less than half of it remains. The gun 
crew can replace a damaged barrel. Every game is different. 



BOTS 1 player Ron McCoy page 91 

A 10x20 g£id i s set up, and a number of wa I I s' are set up randomly, and 
then a number of 'BOTS' (*) are randomly located. Your position (+) is 
then taken. Your first choice is whether to 'shoot' an adjacent BOT, and 
the second choice is which way to move. Either of these decisions requires 
the use of the Knob to turn the little pointer in the desired direction, or 
turn until it disappears if you wish to stand still. Pull the trigger to 
effect the decision. Then all the BOTS will move towards you, one box at a 
time. - If a BOT hits a waI I , or another BOT, it wil I be destroyed. 








BOWL~a-RAMA 2 players Bob Hensel 


page 52 


The ball is invisible until you pull the Trigger-.' Then you will see 
its path down the alley. You can control the path with the Joystick 
Cleft/right). The computer keeps score and tells you which player is UP. 


CHECKERS 1 player John Col l ins page 12 

All the moves of the board game, including double jumps. Use the 
Keypad to indicate the row and column that you wish to move FROM, and then 
the row and column you wish to move TO. Press GO after each figure. When 
the computer is up, it will go through five calculations in deciding where 
to move, and you will see the figures 1-5 as it does so. Every so often it 
will redraw the playing board. 


CONNECT FOUR II 1 or 2 players Bob Wiseman page 9-4 

A grid is placed on the screen. Use your Joystick to move the marker 
over the column that you wish to enter. Press the Trigger and the piece 
wiI I go down the column as far as it can. Getting four of your pieces in a 
row before the computer does so will win the game. Move the Joystick back 
and forth to register the Win. 

» • 

HAMURABI 1 player Dick Houser page 32 

Push any key after the Castle appears. You are the King, and you must 
make decisions on running the kingdom economically. You start with 100 

people, 1000 acres of land, and 3000 bushels of food. Buy and selI land, 

using food as barter material, saving some to feed the populace. Gain 
performance points based on how we I I you govern. If you last ten years, 

you have done welI. Of course, we have thrown in a few random disasters to 

keep it from being too easy... 


0-JELLO 1 or 2 players Clyde Perkins page 41 

The object is to capture and retain as many spaces as possible using 
the rules of Othello. You can capture a space if it is occupied by our 
opponent, and you can sandwich him between one of your existing spaces and 
the new one. Pull the Trigger to register the move. You will see the 
computer checking al I possible moves when it is Up, in the 1 player mode. 

SUBSEARCH 1 player Ron Picardi page 83 

When asked ' Enter Search 1 to 10' , enter the horizontal value (X) 
(GO), and then the vertical value (Y) (GO) of your search probe. Once a 
probe has made contact, you will have missiles to fire to three depths. 
Meanwhile, the sub is looking for you... 

2000AD 2 players Ed Larkin page 42 

A shoot-em-up duel between an invader craft and a ground station. Use 
the Joystick to move about, the Knob to point your laser, and the Trigger 
to fire. 


YAHTZEE 1 to 4 players Bob Wiseman page 74 

Use the Joystick (JY) to position the arrow on the die you mant 
re-rolled. t Push JX to erase the die. Pull the Trigger to re-roli. After 
three rolls, you will be shown the scores. Use JY to position the arrow to, 
the one you want and pul I the Trigger. Scores almost I ike the real game. . 


NOTES 
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These NOTES are provided to introduce the new fiRCRDE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
Considerably more detail can be found in the RRCRDIflN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 


The RRCRDIflN articles were written as descriptions of the original 
•Bally Basic’. While this cartridge has been superseded by the current 

*AstroUision Basic*, the explanatory material remains applicable, 
material is discovered and developed by experimenters, it 
documented in the RRCRDIflN. 

Your inputs are solicited, as production of the RRCRDIflN is almost 
totally based on subscriber inputs. 

SCREEN CHARACTERS 
individual dots, called pixels. 

The lettering of the Arcade 
high-plus one. (The 'one' is 
together.) R full explanation of 
page 50, while methods to drii 
45. 

Home-brewed characters can 
in Vo I . 3, page 83. In this 

filled in to create a character 
described in Uol. 3, page 128, 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
memory registers in binary or hexadecimal notations by some 
(binary, Uol 1, p.43; hex, page 44, for example) 


Rs new 
will be 


The Arcade divides the tv screen into 1S320 
This is disposed at 102 high by IBB wide, 
is 5 pixels wide-plus one, and 7 pixels 
to prevent adjacent letters from running 
controlling location is defined in Uol. 1, 
ie the lettering size upwards start on page 

be generated by means of a method defined 
program, a 16x10 matrix can be selectively 
R further expansion of this technique is 
wherein the computer is made to do most of 


within its 
simple programs 

SOUND GENERATION 
systems is found in Uol. 


lengthy explanation of the operation of the sound 
1, pages 62-66 and 70-73 


MUSIC GENERATION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in Uol. 2, page 
62, and Uol 4, page 10 

MACHINE CODE programs are possible in the Arcaae:- 
5S(n) activates the PEEK/POKE re I at ionsh ip . In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands R=5i(nnnn) then a PRINT R will result in the value located in 

location nnnn 

To place R into location nnnn, one commands J4(nnnn)=A. 

CALL is a direct command to intercept a program within the system ROM. 
Try CALL 3177 or CALL 4310. 

Putting all of this together, and knowing how the insides of the 
Rrcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Uol. 1, page 25. 

There are a number of subsequent articles touching on various parts of the 
problem. RRCRDIflN 

3626 Morrie Drive 

San Jose, CR 95127-9990 . 
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EXPANSIONS:- u»e are in frequent contact with companies that are 
now delivering memory additions at the 4K to 64K level. These additions 
include extra features that enhance their use, such as keyboard 
compatibility, and the use of a new Extended Basic (8K) language. 

REUIEWS:- of programs provided by the numerous commercial 
vendors that uses a standardized format for uniformity and objectivity. 

AD SPACE:- for those who wish to sell items of mutual interest 
and the products of their efforts. About a dozen software houses are now 
producing programs for the ARCADE*. 

PROGRAM TAPES:- of games previously published in the ARCADIAN. We 
currently have available the 10 'Best of 1980' programs on a tape, for $20. 
postpaid. These are recorded in Astro Basic (with integral interface). 

Enclosed you will find a list of all the major programs that have been 
included in the ARCADIAN since its inception in 1978,through 198$. 
Another sheet provides an indication of the various subject areas that have 
been covered in the ARCADIAN. 


also available is the SOURCEBOOK, a document that 
catalogs all available programs for the ARCADE* unit, (over 400) with a 
brief explanation, and location of the source for that program. All 
programs that were Iisted in the ARCADIAN are included. Contact RMH 
Enterprises, 835 Los Alamos Ave., Livermore, CA 94550 The price of this 
edition will be $6. postpaid. 


ARCADIAN 

3828 Morrie Drive 

San Jose, CA 95127-9990 
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Thank you for your interest in the ARCADIAN. We publish this 
Newsletter for owners of the BALLY ARCADE*, and ASTROUISION ARCADE* who 
have the BASIC Uideocade*, and are interested in increasing their knowledge 
of programming, and the exploitation of the ARCADE*'s computer abilities^ 


The Newsletter acts as a central point of contact for subscribers all 
over the country. The majority of information written is 
subscriber-generated, and all programs are the products of our 
subscribers. We currently are holding a monthly contest for the 'Best of 
the Month' program, and provide a $100 prize to the winners. We also 
support the organization and publicity of local user groups. Some of the 
features of the ARCADIAN are: 


PROGRAMS:- over 150 programs have been published in the first 40 
issues, providing the reader with GAME, TECHNICAL, and FUN diversions. 


TUTORIALS:- to explain, in both general and specific areas, how 
and why the ARCADE* works the way it does, and how you can utilize this 
information to get special effects. 

HARDWARE:- we provide you with the latest authoritative news on 
factory events regarding the release of new Uideocades*, and other items. 
We also document the various expansions, modifications, and additions that 
subscribers have been successful in attaching to their ARCADE*. 


Ft subscription to the current Volume (Nov 198.2- Oct 1983), including 
the back issues up to the time of subscr iption, is $15.00 

(Checks and money orders accepted, in US Funds, please) 

(Canadian ckecks at CflN$20,draw* 4® "R olaert Fabric" a=r<f>fe«0 


BACK ISSUES also available. (Valuable for 
their educational material): 

□ Vol. 1 (Nov. 78 to Oct. 79) $10.00 

□ Vol. 2 (Nov. 79 to Oct. ’80) $10.00 

□ Vol. 3 (Nov. ’80 to Oct. ’81) $12.50 

□ Vet. 4.$12.50 

(U.S. Funds) 

Robert Fabris 
3626 Morrie Dr. 

San Jose, CA. 95127-9990 


(408) 272-1060 
The Source: TCD959 


* ARCADE and Uideocade are 
registered trademarks of 

Bally and Astrocadfi. 


Name:_ 

Address:_ 

City/State:_ 

Zip:_Tel. No.:__ 

Unit Purchased From:_ 

Unit Serial No.:_ 

This portion will be used for your address 
label: 
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3626 Morrie Driue 

San Jose, CR 35127-9390 
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Thank you for your interest in the ARCADIAN. We publish this 1 
.Newsletter for owners of the BRLLY RRCRDE*, and ASTROUISION ARCADE* who 
haue the BRSIC Uideocade*, and are interested in increasing their knowledge 
of programming, and the exploitation of the ARCADE*'s computer abilities. 


The Newsletter acts as a central point of contact for subscribers all 
over the country. The majority of information written is 
subscriber-generated, and all programs are the products of our 
subscribers. We current Iy are holding a monthly contest for the 'Best of 
the Month' program, and provide a #100 prize to the winners. We also 
support the organization and publicity of local user groups. Some of the 
features of the RRCRBIRN are: 


PROGRRMS:- 

issues, providing the 


over 150 programs 
reader with GRME, 


have been published 
TECHNICRL, and FUN 


in the first -40* 
d i vers ions. 


TUTORIALS: to explain, in both general and specific areas, how 
and why the RRCRDE* works the way it does, pnd how you can utilize this 
information to get special effects. 


HARDWARE:- we provide you with the latest authoritative news on 
factory events regarding the release of new Uideocades*, and other items. 
We also document the various expansions, modifications, and additions that 
subscribers have been successful in attaching to their RRCRDE*. $ 


R subscription to the current Volume (Nov 198.2- Oct 1983), including 
the back issues up to the time of subscription, is #15.00 
, (Checks and money orders accepted, in US Funds, please) 


BACK ISSUES also available. (Valuable for 
their educational material): 

□ Vol. 1 (Nov. 78 to Oct. 79) $10.00 

□ Vol. 2 (Nov. 79 to Oct. ’80) $10.00 

□ Vol. 3 (Nov. ’80 to Oct. ’81) $12.50 

□ Vo 1.4.$12.50 

(U.S. Funds) 

Robert Fabris 
3626 Morrie Dr. 

San Jose, CA. 95127-9990 


(408) 272-1060 
The Source: TCD959 


RRCRDE ancl Uideocade are 
registered trademarks of 

Bally and Rstrocadfi. , 


Name:_ 

Address:_ 

City/State:_ 

Zip:_Tel. No.:. 

Unit Purchased From:_ 


Unit Serial No.: _ 

This portion will be used for your address 
label: 
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F EXPANSIONS:- we are in frequent contact with companies that are 

iriow delivering memory additions at the 4K and 16K level. These additions 
“include extra features that enhance their use, such as keyboard 
compatibility, and the use of a new Extended Basic (8K) language. 


REUIEWS:- of programs provided by the numerous commercial 
vendors that uses a standardized format or uniformity and objectivity. ^ 

RD SPACE:- for those who wish to sell items of mutual interest 
and the products of their efforts. About a dozen software houses are now 
producing programs for the ARCADE*. 

PROGRAM TAPES:- of games previously published in the ARCADIAN. We 
currently have available the 10 'Best of 1380' programs on a tape, for &20. 
postpaid. These are recorded in Astro Basic (with integral interface). 


EncIosed you 
incIuded in the 


Dill find 
ARCADIAN 


Iist of alI the major programs that have been* 


... ___ inception in 1878, through 1981.^' 

Another sheet provides an indication of the various subject areas that hav<£- 
been covered in the ARCADIAN. 
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• ys the SOURCEBOOK, a document that 
for the ARCADE* unit, (over 400) with a 
of the source for that program. AlI 


Also ; available 

catalogs all available programs 

brief explanation, and location of the source 
programs that were Iisted in the ARCADIAN are included. Contact RMH 
Enterprises, 635 Los Alamos Ave., Livermore, CA 94550 The price of th 
edition is #7.^postpaid. 
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ORCADIAN 



These NOTES are provided to introduce the new ARCADE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
ConsiderabIy more detail can be found in the ARCADIAN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 

The ARCADIAN articles were written as descriptions of the original 
"Bally Basic". While this cartridge has been superseded by the current 
"AstroUision Basic", the explanatory material remains applicable. As new 
material is discovered and developed by experimenters, it wilI be 
documented in the ARCADIAN. 

Your inputs are solicited, as production of the ARCADIAN is almost 
totally based on subscriber inputs. 

SCREEN CHARACTERS The Arcade divides the tv screen into 16320 

individual dots, called pixels. This is disposed at 102 high by 168 wide. 
The lettering of the Arcade is 5 pixels wide-plus one, and 7 pixels 
high-plus one. (The 'one' is to prevent adjacent letters from running 
together.) A full explanation of controlling location is defined in Uo I . 1, 
page 50, while methods to drive the lettering size upwards start on page 
45. 

Home-brewed characters can be generated by means of a method defined 
in UoI. 3, page 83. In this program, a 16x10 matrix can be selectively 

filled in to create a character. A further expansion of this technique is 
described in Uo I . 3, page 128, wherein the computer is made to do most of 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
within its memory registers in binary or hexadecimal notations by some 
simple programs. (binary, Uo I 1, p.43; hex, page 44, for example) 

SOUND GENERATION lengthy explanation of the operation of the sound 
systems is found in Uol. 1, pages 62-66 and 70-73 

MUSIC GENERATION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in Uol. 2, page 
62, and Uol 4, page 10 


L 


BOOLEAN MATH is utilized in some functions and commands, and is 
discussed in Uol.l, pages 41,44, 52,55, amongst others. 










&(10) is a command that gives you control over an apparent "curtain 
on the screen, behind which you can place words or characters until you an 
ready to display them. Try 

FOR FI = 0 TO 180; &(10)=R; NEXT FI 


&C9) is a command that gives you control over the ability to divide 
the screen vertically. Try the same program as above, only replace &C10)-R 
with &(9)=A. Then try adding this command at the beginning: &(0)=172; 
&(11)=126; &(2)=S2 for a colorful surprise. These are described in Vo I . 1 

pages 15, 40. 

MFlCHINE CODE programs are possible in the Arcade 
JCCn) activates the PEEK/POKE re I at ionsh i p . In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands A=5£(nnnn) then a PRINT A will result in the value located in 
location nnnn 

To place A into location nnnn, one commands X(nnnn)=A. 

CALL is a direct command to intercept a program within the system ROM. 
Try CALL 3177 or CALL 4910. 

Putting all of this together, and knowing how the insides of the 
Arcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Vo I . 1, page 25. 

There are a number of subsequent articles touching on various parts of the 
probIem. 


PUBLICATIONS The following papers are available. At the moment, 
these document the Arcade with the Bally Basic installed. Exactly how much 
of these are appl icable for the AstroUision Basic is anyone's guess. They 
are included for your information, and as we develop our understanding of 
the AstroUision Basic, we shall update, revise, or reprint the documents. 

EXECUTIVE SOFTWARE - a listing of software that does something 
in the Arcade, and how to execute it. Part of the document Iists the ROM 
subroutines that are executed with an RST 38H instruction, while the 
second part contains the listings of the on-board ROM from 0000-1FFF. 27 
pages. 

ASTROUISION BASIC a completely disassembled listing of the Basic 
cartridge on 70 pages, with comments. (We have a similar Iisting of the 
Bally Basic. ) 

BALCHEK A program was developed by Bally software engineers 
which "looked at" the operation of the printed circuit board and then 
determined if any problems existed, all t*e while doing a burn-in 
operation. It would then identify the errant problem area. The I isting 
and its instructions in over 60 pages. This program is also available on a 
chip, and in a complete, ready to operate tool. 

MANUAL OF HARDWARE AND SOFTWARE A Iarge document made up by the 
Bally software design engineers explaining a number of routines, machine 
operations, and details of the inner workings, including some 
specifications of the three custom chips. The second half of the document 
contains disassembled listings. 300 pages. 


ARCADIAN 

3626 Morrie Drive 

San Jose, CA 95127-9990 
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^ &C10) is a command that gives you control over an apparent “curtain? 

an the screen, behind which you can place words or characters until you are 
ready to display them. Try 

FOR FI = 0 TO 180; &( 10 )=fi; NEXT R 

&C9) is a command that gives you control over the ability to divide 
the ""screen vertically. Try the same program as above, only rep I ace .&4J.0 )=R 
with—&C9)=A. Then try adding this command at the beginning: &<0)=172; :f 

&(11)=126; &(2) s= 82 -For a colorful surprise. These are described in Uo I . 1 
Pages 15, 40. —e, 

MRCHINE CODE ^programs qre pdW|j|bW^in thij.flrcade:- 
%(n ) activates the PEEK/POKE reI ationship. In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands fl=5i(nnnn) then a PRINT R will result in the value located in 

location nnnn 

To place fl into location nnnn, one commands %(nnnn)=A. 

CRLL is a direct command to intercept a program within the system ROM. 
Try CRLL 3177 or CRLL 4910. 

Putting alI of this together, and knowing how the insides of the 
Rrcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Uo I . 1, page 25. 

There are a number of subsequent articles touching on various parts of the 
probIem. 

PUBLICATIONS The following papers are available. Rt the moment, 
%hese document the Arcade with the Bally Basic installed. Exactly how much 
'Tjof these are app I icable for the AstroUision Basic is anyone's guess. They ,.i 
are included for your information, and as we develop our understanding of « 
the AstroUision Basic, we shall update, revise, or reprint the documents. 

EXECUTIUE SOFTWARE - a Iisting of software that does something • 
in the Rrcade, and how to execute it. Part of the document lists the ROM 
subroutines that are executed with an RST 38H instruction, while the 
second part contains the listings of the on-board ROM from 0000-1FFF. 27 
pages. 

ASTROUISION BASIC a completely disassembled listing of the Basic 
cartridge on 70 pages, with comments. < We have a similar listing of the 
Bally Basic. ) 

BALCHEK A program was developed by BaIly software engineers 
which "looked at” the operation of the printed circuit board and then 
determined if any problems existed, all t*e while doing a burn-in 
operation. It would then identify the errant problem area. The listing 
and its instructions in over B0 pages. This program is also available on a 
chip, and in a complete, ready to operate tool. 

MANUAL OF HARDWARE AND SOFTWARE A Iarge document made up by the 
Bally software design engineers explaining a number of routines, machine 
operations, and details of the inner workings, including some 
spec ificat ions of the three custom chips. The second half of the document 
contains disassembled listings. 300 pages. 
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NOTES 


These NOTES are prouided to introduce the new ARCADE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
Cons iderabIy more detail can be found in the RRCRDIfiN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 

The RRCRDIfiN articles were written as descriptions of the original 
“Bally Basic". While this cartridge has been superseded by the current 

"AstroUision Basic”, the explanatory material remains applicable. fls new 
material is discovered and developed by experimenters, it will be 
documented in the RRCRDIfiN. 

Your inputs are solicited, as production of the RRCRDIRN is almost 
totally based on subscriber inputs. 

SCREEN CHRRRCTERS The Rrcade divides the tv screen into 16320 

individual dots, called pixels. This is disposed at 102 high by 160 wide. 
The lettering of the Rrcade is 5 pixels wide-plus one, and 7 pixels 
.high-plus one. (The 'one' is to prevent adjacent letters from running 
^together.) R full explanation of controlling location is defined in Uo I . 1, 

Pipage 50, while methods to drive the lettering size upwards start on page 
jj‘45. 

Home-brewed characters can be generated by means of a method defined 
in Uol . 3, page 83. In this program, a 16x10 matrix can be selectively 

filled in to create a character. R further expansion of this technique is 
described in Uol. 3, page 128, wherein the computer is made to do most of 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
within its memory registers in binary or hexadecimal notations by some 
simple programs. (binary, Uol 1, p.43; hex, page 4-4, for example) 

SOUND GENERRTION lengthy explanation of the operation of/the sound 
systems is found in Uol. 1, pages 62-66 and 70-73 

MUSIC GENERRTION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in U<p I . 2, page 
62, and UoI 4, page 10 


BOOLEAN MATH is utilized in some functions and commands, and is 










< RRCRDIRIN 


Thank you for your interest in our product, the ARCADIAN Newsletter, 
which is published for ARCADE* owners having the BASIC Videocade*. 

The ARCADIAN provides its readers with the following features: 

PROGRAMS:- over 150 programs have been published in the first 40 
issues, providing the reader with GAME, TECHNICAL, and FUN diversions. 

TUTORIALS:- to explain, in both general and specific areas, how 
and why the ARCADE* works the way it does, and how you can utilize this 
information to get special effects. 

HARDWARE:- we provide you with the latest authoritative news on 
factory events regarding the release of new Uideocades*, and other items^ 
We also document the various expansions and additions that subscribers have 
been .successful in attaching to .their ARCADE*. 

EXPANSIONS:- we are in frequent contact with companies that are 
now delivering memory additions at the 4K and 16K level. These additions 
include extra features that enhance their use, such as keyboard 
compatibility, and the use of a new Extended Basic ( 8K ) Ianguage. 

REUIEWS:- of programs provided by the numerous commercial 
vendors that uses a standardized format for uniformity and objectivity. 

AD SPACE:- for those who wish to sell items of mutual interest 
and the products of their efforts. 



PROGRAM TAPES:- of games previously published in the ARCADIAN. 

Enclosed you wiI I find a I ist of al I the major programs that have been 
_ included in the ARCADIAN since its inception in 1978 through 1981. 
Another sheet provides an indication of the various subject areas that have 
jjjeen covered in the ARCADIAN. 

* 

The ARCADIAN is available in one-year Uolumes only (i.e., no 
individual issues) at the following rates: 


Volume 1 (Nov 1978 - Oct 1979) 
Volume 2 (Nov 1979 - Oct 1980) 
Volume 3 (Nov 1980 - Oct 1981) 


# 10 . 

# 10 . 

#12.50 


A subscription to the currect Volume (Nov 1981 - Oct 1982), including 
the back issues up to the time of subscription, is #12.50 

• .. .* 

ARCADIAN 

3526 Morrie Drive 

San Jose, CA 95127-9990 

♦ARCADE * and VIDEOCADE are registered trademarks of Bally and 
AstroVision. ’ ^ 
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&C10) is a command that gives you control over an apparent ‘curtain* 
on the screen, behind which you can place words or characters until you are 
ready to display them. Try 

FOR fl * 0 TO 180; &C10)=A‘. NEXT ft 


&C9) is a command that gives you control over the ability to divide 
the screen vertically. Try the same program as above, only replace &C10 )=ft 
with &(9)**ft. Then try adding this command at the beginning: &(0)-172; 
&(11)*126; &(2)=82 for a colorful surprise. These are described in Uo I . 1 
Pages 15, -40. 

MftCHINE CODE programs are possible in the ftrcade:- 
?S(n) activates the PEEK/POKE re I at ionsh i p . In order to perform a PEEK 
function, where one observes what is stored in a memory location, one 
commands ft=?S(nnnn) then a PRINT ft wi I I result in the value located in 
location nnnn 

To place ft into location nnnn, one commands 3£(nnnn)=ft. 

CftLL is a direct command to intercept a program within the system ROM. 
Try CftLL 3177 or CALL 4910. 

Putting all of this together, and knowing how the insides of the 
Arcade works, enables one to write programs in machine code directly from 
the Keypad. The first article discussing this is in Uol. 1, page 25. 
There are a number of subsequent articles touching on various parts of the 
probIem. 


PUBLICATIONS The following papers are available. At the moment, 
these document the Arcade with the Bally Basic installed. Exactly how much 
of these are applicable for the AstroUision Basic is anyone's guess. They 
are included for your information, and as we develop our understand ing of 
the AstroUision Basic, we shall update, revise, or reprint the documents. 

EXECUTIUE SOFTWARE - a listing of software that does something 
in the Arcade, and how to execute it. Part of the document Iists the ROM 
subroutines that are executed with an RST 38H instruction, while the 
second part contains the listings of the on-board ROM from 0000-1FFF. 27 
pages. 

ASTROUISION BASIC a completely disassembled listing of the Basic 
cartridge on 70 pages, with comments. (We have a similar Iisting of the 
Bally Basic. ) 

BALCHEK A program was developed by BaIly software engineers 
which ‘looked at* the operation of the printed circuit board and then 
determined if any problems existed, all t*e while doing a burn-in 
operation. It would then identify the errant problem area. The listing 
and its instructions in over 60 pages. This program is also available on a 
chip, and in a complete, ready to operate tool. 


ARCADIAN 
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NOTES 


These NOTES are provided to introduce the new RRCRDE owner to 
techniques and efffects that can be generated by the Tiny Basic cartridge. 
ConsiderabIy more detail can be found in the RRCRDIRN articles referred to 
in the text. In addition, a listing of available publications that can 
assist the more advanced programmer is included. 

The RRCRDIRN articles were written as descriptions of the original 
"Bally Basic". While this cartridge has been superseded by the current 
"AstroUision Basic", the explanatory material remains applicable. fls new 
material is discovered and developed by experimenters, it will be 
documented in the RRCRDIRN. 

Your inputs are solicited, as production of the RRCRDIRN is almost 
totally based on subscriber inputs. 

SCREEN CHRRRCTERS The Rrcade divides the tv screen into 16320 

individual dots, called pixels. This is disposed at 102 high by 160 wide. 
The lettering of the Arcade is 5 pixels wide-plus one, and 7 pixels 
high-plus one. (The 'one' is to prevent adjacent letters from running 
together.) R full explanation of controlling location is defined in Uol. 1, 
page 60, while methods to drive the lettering size upwards start on page 
45. 

Home-brewed characters can be generated by means of a method defined 
in Uol. 3, page 83. In this program, a 16x10 matrix can be selectively 
filled in to create a character. R further expansion of this technique is 
described in UoI. 3, page 128, wherein the computer is made to do most of 
the work. 

MEMORY DUMPS The Basic can be asked to identify what is located 
within its memory registers in binary or hexadecimal notations by some 
simple programs. (binary, UoI 1, p.43; hex, page 44, for example) 

SOUND GENERATION lengthy explanation of the operation of the sound 
systems is found in Uol. 1, pages 62-66 and 70-73 

MUSIC GENERATION (using the available three-tone system) is a subset 
of the sound generation system, and is covered by articles in Uol. 2, page 
62, and Uol 4, page 10 

BOOLEAN MATH is utilized in some functions and commands, and is 
discussed in Uol.l, pages 41,44, 52,55, amongst others. 










